


The word 
is spreading 
across 
the map.,. 






Devastating 
amphibious assaults. 


lions, over 150 units including a 
ist of land, sea, and air forces, 


CIRCLE READER SERVICE #368 


CAVEDOG ENTERTAINMENT 
PRESENTS... 


Extensive mulfaplayer 
and internet support 


The New Landscape Of War 


TOTAL ANNIHILATION is poised to redefine 
real-time strategy gaming. 


“...a lock to become the new king of 
real-time strategy games...” 

■COMPUTER GAME ENTERTAINMENT 


“...the level of detail is astounding... 
it’ll be the envy of every kid on the block., 

-PC GAMER 


“...true 3D engine lifts the game 
into new territory...” 

-COMPUTER GAMES STRATEGY PLUS 


“...TOTAL ANNIHILATION has the 
potential to do for real-time strategy what 
QUAKE did for first-person shooters ...” 

-COMPUTER & NET PLAYER 


AVAILABLE NOW! 

Total Annihilation strategy guide from GW Press. 


COMING SOON! 

Total Annihilation Add-On Pack featuring 
all-new maps, missions, and units. 






Download new units 
from www.cavedog.com 


Oblitefal 


high ground. 


Blast opposing forces into 
smoking 3-D segments. 


Use the 3-D terrain as 
cover against attack. 




Tank battalions that respond 
J to real 3-D terrain. 


Defend your coastline 
. from Invasion. 


Bombard the enemy 
from the safety of the sea. 


CIRCLE READER SERVICE #368 



Golf Game 


New TVCam™ captures your best shots from absolutely anywhere on the course. 


Tee off with Jack on beautiful courses all 
over the world. New 3D golfers - made 
with a breathtaking 2000 polygons - 
are the most lifelike and realistic ever 
seen in a golf game. Pro golfers were 
motion-captured to create incredibly 
accurate swings. 

And, going 3D means you can position 
the camera anywhere, at any angle on 
the course to make shots and watch 
replays. You can even line up putts at 
ground level for precise aiming. 

Of course, this is still Jack's game and 


he's waiting to tee off with you. An 
all-new Al engine powers challenging 
computer opponents who will try their 
best to beat you on the links. 

Even better, now you can play 
uneven and sidehill lies. If you hit 
a bad shot, you decide whether 
to declare your ball unplayable 
and where to take the drop. 

Jack may be the greatest golfer 
of all time, but this is still the 
game that humbles all players. 



Featuring CBS 
sportcaster 
GaryMcCord^ 
cohrful 
commentary! 


Play more than 100 courses 


10 Courses included plus over 
100 more available FREE via the 
internet! Jack Nicklaus 5 offers 
more than any other golf game. 
New for Jack Nicklaus 5 - Lake 
Las Vegas, Ireland's Mt. Juliet, 
and the exotic Hualalai of Hawaii. 


^10 

Rebate/Upgradef^ 
For owners ofe 
Jack Nicklausfdit:. » 
Links LS a^idf , , ' 
PGA Pro ^ 



Gives You Jack! 

Praise for Jack Nicklaus* 

irkirkk — Computer Gaming World '...[mpressive..,'— GOLFWEEK 


Packed with 
new features! 

NEW 10 courses! More than any 
other golf game including Lake Las 
Vegas, Ireland's Mt. Juliet and the 
exotic Hualaiai. 




Available wherever 
you buy software or 
to order directly call 
,1 /l•^•245■7744 


Jack NickUiua 


Producli 




NEW Lifelike 3D golfers modeled 
using the most advanced motion- 
capture technology for incredibly 
accurate swings. 


Grip It & Rip It- New 

included for you to 
choose from. 


NEW Grip it and Rip it. The new 
MouseMeter' gives you the real 
feel of the swing or choose from 
either the 2-Click or 3-Ciick 
standard meters. 

NEW Gary McCord. Hear the sharp 
and often hilarious commentary of 
this renowned CBS sportscaster. 


NEW Artificially intelligent 
computer golfers challenge you 
on the links. Play against opponents 
who will try to beat you every 
time you tee up. 

NEW TVCam" lets you position 
the camera anywhere on the 
course to aim, play and watch 
your shots. 

NEW The course designer is more 
powerful than ever, import your 
own graphics and design custom 
courses. 


iving Pin ^ngs. Pin 

gs and poles actually 
,e in the direction of 

tL wind to allow for 

^ote precise a^^ng “ 
your approach shots. 


?hr?oOT°McOTrse designer 

3 ^ •!._ .-.oiircp*;. 


^ Special Laptop 
Version Included. 


NEW Find friends and other 
players on-line to play against 
with Accolade's new Game 
Matching Service. 


NEW Game physics now allow 
for uneven and hillside lies as 
well as ball drop feature. 


NEW Fly-bys and detailed 
commentary help your strategy 
on every hole. 





3 UNupue -RueN SFEcies 

Whether you command the 
nomadic Terrans, mysterious 



UlLUUl.'BLTZZRRDiCam 


Protoss, or voracious Zerg, 
you must devise totally unique 
strategies to master the 
specialized units, abilities 
and technologies el each. • 




iNTCNse iNTEFNer CarrtFeTiTioN 

Challenge the world with FREE* 
access to Blizzard Battle. net.”' Up to 
8 player Internet support including 
worldwide player rankings, 
tournaments and challenge ladders. 


LlNeqiUFii-EO 
CFirYIFFIGN -GDITOK 

Construct individual 
missions or entire 
campaigns with unrivaled 


options and ease. 






•RevoLUTiDNflRY|l^p’-ecn=iL Effects 

Real-time light sourcing, true line of sight and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. 


,muLTiFLe TneFiTeRs of Sfittlc 

Engage in a.deadly mix of space combat, 
planetary assault and covert base infiltration. 
Command Ghost Espionage Agents, Pro(as% 
High Templars, and Zerg Defilers as you seek 
to conquer the galaxy. 


equires access lo me Iniemei Play^ is responsible for all appl:cable Iniemal i 
' traoemarks'anti Biizzaro is a ragialereci Irademark of Davidson S Associaies, 
lenl. All rights reserved * 
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Now Get Arcade Thrills 
from a PC Graphics Card! 


Putting an Intense 3D 
Voodoo graphics card in 
your PC is like gelling a coin-op 
3D game arcade. With 3Dh Interactive's 
Voodoo Rush technology, Intense 3D 
Voodoo delivers everything you want in 
a game card. ..super 3D acceleralian, 

2D acceleration, DVD support, NTSC and 
PAL output to television.. . and more! 

Enhances More Games 
3Dfx Voodoo Rush technology is the 
popular standard and is widely supported 
among game developers. In fact, more than 
150 new 3Dfx supported games are expected 
to be available by the end of this year! 

Put an Arcade in Your PC! 

Don't miss the arcade fun. Buy 
Intense 3D Voadoo now from 
your local computer retailer! 


Intense 3D Voodoo 
delivers arcade-quality 
3D graphics on your PC. 


lAtergtaph and Iha Inieigraph logo are legislered iradeirarks and Inlenae 3D and the Intense 3D Voadoo logo are trademarks at Inteigragh Coi 
EA IS a trademark ol Electronic Arts. Jane's is a registered trademark ol Jane's Information Group, Ltd. used under license. Molo Racer rs a tra 
a registered trademark ol GBPC, a subsidiary ol Golden Books Family EnUrtainmeni. Acclaim is a reoislered irademark of Aodaim Enlertamn 
Voodoo Rush are trademarks ol 3DI« Interactive, Inc. Windows is a registered irademark ol Mrcrosott Corporation. Other brands and produc 
Copyrigni 1997 Intergraph Corporabon, Huntsville, AL 35894-0001. MC 970660 OrO? 


ion. Elecironic Arts Is a registered trademark and 
.Ik ol Oelphine Sottware Internationa]. TUROK is 
Inc. 3Dhi. the SDli l^o. Voodcio Graphics and 


COMPUTER SYSTEMS 

www.intergraph.com 


INTERGRAPH 
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Presenting the long-awaited third installment in LucasArts’ classic adventure scries, Monkey Island. Willi features like 30- 
plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film- 
quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakcs. 
So get ready to embark on a rollicking, swashbuckling graphic adventure where tKc seagulls ha 
aim than the pirates, and the sharpest weapon is your wit. F^r 95- CD-ROM 

check out the playable demo in select magazines or download it from our Web site at wivw.lucasarts.com 

e T997 lucistilf (aiiiiinioi Coapiar. *11 ReseiTed. lie Ciise ol Ugniei Islind is i itiieneit <1 Lucestiis Enleitiiiaeoi Citniigr. The LictsAtls logi Is i retisicrit iiiliiirk il Liiislila LI9.. eset inge> isiioriiiilii. 
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COVER STORY 


12Z 


THeifl Conwmef Game Magazine 


Y ou've waited long 
enough. Can the godfa- 
ther of flight-sims 
deliver an experience you 
can’f refuse? Simulations 
Editor Denny Atkin 


speaks with 
the designers I 

and pilots who " 

have been integral to 

the five-year project. 
He even got to log 
some airtime to i 

test the game’s 
physics modeling, 
avionics, graphics, 
and performance. If 
you’ve been waiting I 
for the ultimate 
fighter sim, don’t 
miss this preview! 


Ultimate Game 
Machine Part II 


Did you slap a Nine Inch Nails sticker 
I on your CPU just to cover up that 
embarrassing “486'’ label? Have no 
fear: We’ll try to free you from the 
bondage of technological obsolescence 
without draining your wallet. This month we test nine 
off-the-shelf systems 


3D Showdown 


rounded up the latest 
cards to separate the 
quick and the dead. 


24 Cards Rated 

’s high noon at the 3D-card corral. The chipslingers 
have gathered for the specs shootout. “Dueling 
Dave" Salvator and Loyd “Lefty" Case, the local mar- 
shals, have 

3 ^ 


Jk 


cow 
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^ SNEAK PREVIEWS 



El Populous: Third Coming ► 
El Journeyman Project 3 
El Air Warrior 3D 


k HARDWARE 

IE! News: 3D Ironworks, Hardware Pipeline 
03 ThrustMaster Rage 3D Gamepad 
EB NetGear 

03 ThrustMaster Driving Wheel 
03 Saitek PC-Dash ► 




^ CAHER’^S EDGE 

EU Twinsen's Odyssey ► 

03 Dark Reign 
EH Imperialism 
EH Achtung Spitfire 
EH Scorpia’s Tale: 

The Space Bar 
EH CGTipsI 


^ COLUMNS 

E] Johnny Wilson Core Gamers and More Gamers 
03 Loyd Case DirectX Issues 

03 Elliott Chin Do Stories Matter in Action Games? 
EH Dennis McCauley “Psst... Wanna Get Small?" 

EH Jeff Green Obsessions of an Age of Empires Addict 
EH Denny Atkin Year-End Review of Flight Sims 

EH Martin Cirulis What's the Deal With.. .Eortune Telling? 


y DEPARTMENTS 

13 OnIheCG- 
E CG-Online 
El Letters 
El READ.ME 
m Top too 
EH Hall of Fame 


What's on the CD and How to Use It 
What to Look For on the Web 
Our Readers Speak Out 
News, Views, and the Latest Releases 
Readers Rate the Top Games 
Greatest Games of All Time 


EH Coming Next Month A Preview of the February CGW 


Page 72 


214 


REVIEWS Index and Introduction 



ACTION 


03 Hexen II 
Wil Shadows of the Empire 
03 Shadow Warrior 
03 Take No Prisoners 
03 Virtue Fighter 2 
00 Pro Pinball: Timeshock! 
03 Resident Evil 

ED Fallout 
E] Riven 


SIMULATIONS 


Enmmnsm 


00 

Panzer General II 

03 

Age of Empires 

El 

Gettysburg 

00 

Total Annihilation 

03 

7th Legion 

03 

Incubation 

03 

Conquest Earth 

03 

Man of War 

EH 

Prelude to Waterloo 

EH 

War, Inc. 

EH 

Buccaneer 

CLASSICS/PUZZLES 

03 

Smart Games 


Challenge 2 


Smart Games Challenge 2 


El iF*16 



Holiday Gift Ciieckllst 









THE NEW BREED OF WARRIOR 



Never before has a combat sim transported 
YOU TO A universe SO CONVINCING. A 61ST 
CENTURY PILOTING EXPERIENCE SO INTENSE. ITS 
CHARACTER-BASED MISSIONS COME FRIGHTENINGLY 
CLOSE TO REALITY. MULTIPLAYER COMBAT SO 
UNRELENTING, A GLOBAL INTERNET SERVER 
TRACKS WAR STATISTICS. WINS AND CASUALTIES. 
Raw COMBAT SO BRUTAL. ONLY THE PRODUCERS 
OF THE //1-SELLING. 3-D SIMULATOR OF ALL TIME 
COULD DEPLOY IT. HEAVY 6EAR. UNLEASH THE 



COWFROHT AN ENTIRE ARNY OF fiEARS, 
Striders. aircraft, infantry and 
EVEN LANDSHIPS; DEPLOY YOUR WING- 
HEN AND CALL IN FOR AIR SUPPORT. 


Create your own character, and 
PLAY VIA LAN/Internet as wins and 
casualties impact the front lines 

ON A persistent ONLINE BATTLE-HAP, 


Use weapons for specialized tasks t 
attack out-of-sight Sears with 
laser-guided hortars; destroy 
electronic systems with railguns, 


WARRIOR WITHIN. 


OIW MCMirnt. IK. UDTUiET M«S, U. IU[II »l IHI Kitn UA>rUlim>SE<U«llOU9mrBIT»EWlHt!. IK. UTIVISIM IStUSISIOIDTUDUUI VUnvlEIiai. IK. emiMTIVIMOH. IK. UL ticws lEMIVtt. HlOTHUIIUIEMUWlIItUE HMfSUC rtUUIlEStf nCItlESEfClllt CWEIS. 


AdiVisioK. 







Demo a free practice lap at 
microsoft.com/games/precisionracing/cart 


Microsoft 


VTWffllS^TOo^rai&i^irrtahtB rosst'iisi Microsoft and WImra do you want to go today? are registefed Iradomarks 
0 1 997 Ollielai Licensed Pnxfuci of Championship Aulo Racing Teams, Inc. All logos and maiKs of CART, tis Teams, Drivors, 
wllhout the prior written consent of CART Licensed Products, L.P. 0 1997 Terminal Reality, Inc. All rights reserved. 


Where do you want to go today?' 




@ With Microsoff CART Precision Racing" you will see, hear, and feel the same 1^^ Uicmstm 
things real CART drivers do. You will race on all 17 official CART tracks, based 
on razor accurate GPS data. Your view will shift in anticipation of the curves > ^ 

ahead. Your pulse will rev at digitally sampled engine sounds and Bob Varsha’s track-side 
commentary. And with force feedback support if you take the corkscrew at turn #8 too first 
you're not going to need a monitor to tell you. To improve your lap time, stop into the garage to tweak your set-up, analyze 
the Pi Research telemetry data or go back to Racing School where Bobby Rahal is instnrctor-in-residence. 




COIMC HOmiw at lACUNA 5BCA YOU 
WOW. WHAT A BREAr EAAiEJ’ 




AnCiEnttREASURES. 

An ACE-OLD rriYStERY. 

tHE oniY tHinc missinc 
is YOUR SOUL 



Tomiljin, SoulhPeak, and the SouthPeak logo ato Iradomarks ol SoulhPeaK Inleranive LLC. 
Video Reality and the Video Reality logo are trademarks ot SA8 Institute Inc., used urtder lice 


www.southpeak.coir 
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Juicy Demos 


With 14 Playable Game Demos and Four Full Games, 
There’s Something For Everyone on This Month’s CD 


CLOSE COMBAT: A BRIDGE 

yellow-bellied soldiers In this 


Y ou want some? We’ve got 
plenty! As this issue was 
going to press we 
received a bumper crop of good 
game demos to keep you busy 
over the hoiidays. And we have 
some extras that may interest you. 

For starters, you’ll find our 1997 
Article Index, which lists all of our 
1997 articles-reviews {with rat- 
ings), features, previews, strate- 
gies, and hardware~by issue. The 
indexes have been saved in tab- 
delimited files, allowing you to 

open and sort them in whatever spreadsheet or word processor 
program you choose. 

If you're puzzling over Twinsen’s Owssey, our six save games 
will push you past the toughest puzzles. 

For the aspiring Lees and McClellans, there’s a demo of Civil 
War Generals 2, with a special Ultimate Civil War contest (co- 
sponsored by CGW) to go along with it. The Grand Prize is the 
chance to be sent on a VIP tour to a U.S. Civil War reenact- 
ment. The winner will also have their picture in Sierra/ 
Impressions’ next wargame. 

Contest Dates; The contest starts on January 5, 1998, and 
goes on for three weeks. Registration begins December 1, 1997; 
go to www.gamespot.com/promos/civilwar, or check your 
mailbox to see if you've been drafted already. Contest is limited to 
the first 500 entrants. 

How To Use the Disc 

The CD is Autoplay enabled and should begin when you load It into the 
CD-ROM drive. Otherwise, select Run from the Program Manager in 
Windows 3.x, or Start Menu in Windows 95, and type D:\RUN-ME (where 
D is the letter of your CD-ROM drive) to run it from the CO. You may type 
D:\INSTALL to create a CGW program group on your Windows desktop 
for future use. Many demos require the disc to be in the drive to run; 
therefore, we recommend installing the demos from our disc. 


TOO FAR Take charge of 
sequel. 


TOMB RAIDER II Stop drooling over 
the new ponytail and see how well you 
play as Lara. 


on Ihis monin's cu rruM. 'niu wHt noea to cnange me system 
()als on your PC to play Ihe demo. This needs to be done 
BEFORE attempting to run Ihe demo. Seiecl Sellings -> 

Control Panel tiom your Start Button. Double click on Ihe 
IlmetDale Icon and mtNS the date back to September. Once you 
have finished playing the demo, iXease remember to set Ihe date 
back to the correct month. This procedure will need to be ear- 
ned out each lime you wish to tun the demo. Eidos apologlTes 
lor this inconvenience. II you desire a solution to inis problem 
without the need to carry out the dale change each time, please 
see below Eidos has set up a phone number to supply lurlher 
details: (41 5} S47'1262. 

Running the Demo To pl^ the demo double click on the Tomb2.EXE in Ihe TombZ directory on Ihe CD. ybu will new be 
taken lo the SelUp menu, check llial tne options are set as you wish and proceed to the game. These settings will be saved 
and the next lime you run Tomb2.EXE you will be taken straight Into the game, so please be sure that the options you choose 
are the correct ones. 

Eeek, I've already run the demo before changing the datel There are two solutions. Either tolIrTw Ihe instructions 
below in the section 'Obtaining a patch to resolve the problem” or you will need lo d^ete Ihe TRII eniry from your registry 

WARNING: EDITING THE REGISTRY IS FOR ADVANCED USERS ONLY! IMPROPER EDITING CAN CAUSE PERMANENT 
DAMAGE TO YOUR WINDOWS 95 SFTUPI PROCEED WITH EXTREME CAUTIONI Please contact Eidos InteracUve at 
(41 5) 547-1 262 if you have any doubts as to using this method. Eidos Interactive and Compater Gaming V/orid can- 
not accept any responsibility for any problems caused by Incorrect Registry changes. 

Obtaining a patch to resolve the problem If you prefer not to have lo change Ihe system date, Eidos can email you 


Raioer li demo without Ihe need to change the date each lime you play it. 


CGW 


JANUARY 1996 
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ZORK GRAND INQUISITOR Play and appreciate the 
pure Zoridtude of this demo. 


STEEL PANTHERS III The scale may be 
different from earlier Steel Panthers, but 
the online database will steer you clear of 
battlefield headaches. 


ULHMATE CIVIL WAR GENERAL CONTEST 

See how well you do in the demo and 
enter the contest to get the chance to 
reenact a battle. 


JOINT STRIKE FIGHTER Strap yourself 
into an X-35 and admire the view in 
Eidos' graphically stunning sim. 


DARK EARTH Learn ail about the Light and Dark while hurling 
mighty French insults in this new adventure game. 


SUB CULTURE Your mission is to rescue a class of geology 
students— not an easy task when you're only one-inch tall. 


JANUARY C6-ROH TITLES 


Jim 

nmm 

mccjm 

WfClIHfllf 

Smart Games Challenge 2 

Win/95 

PC2_DEM0 

pc2_demo.exe 

Close Combat 

W95 

CCABTF 

msabtf.exe 

Dark Earth 

W95 

DKEDEMO 

setup.exe 

Entrepreneur 

W95 

EKTREPRE 

setup.exe 

Incubation 

W95 

INCDEMO 

incubati.exe 

Joint Strike Fighter 

W95 

JSF 

launch.exe 

Man of War 

DOS/W95 

MANOFWAR 

mowdemo.exe 

Nuclear Strike 

W95 

NUKEPC 

nstkfdem.exe 

Steel Panthers ill 

DQS/W95 

SPS.DEMO 

install.exe 

Sub Culture 

wgs 

SUBCUUU 

sccgwdem.exe 

Tomb Raider 11 

W95 

TOMB2 

tomb2.exe 

The Ultimate Civil War 

wgs 

CIVWAR 

setup.exe 

Worms 2 

W95 

W0RMS2 

setup.exe 

Zork Grand Inquisitor 

W95 

ZGLDEM 

setup.exe 

TWinsen’s Save Games 

DOS/W95 

TWIKSENS 


The Zork Itilogy & 




Undiscovered Underground DOS 

ZORKS 


1997 Article Index 

any 

97INDEX 
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0F MAGIC 


gav.aic 


T ▼ sorcerer 

^ Balkoth threatens the peaceful 

''^'' people of Urak with death and 
destruction, brave heroes with 
5,ii-« magical powers must rise up to 

. stop the reign of terror and 

HluiCdl f (ICCS defeat the forces of tyranny. In 
Lords of Magic, the successor to the popular Lords of the 
Realm II, you enter a fantasy world where good and evil 
fight for primacy against a mystical backdrop of wizards, 
warriors, spells and storms, giants, i .. '-.l-s, 

in u • 

gnomes, and Barbarians. >*•« . 


AS you cKf)lofc the land of 

you’ll bottle in dork and inysteribijS: 

cones, ctistles ond dungeons 


your forces to take on Balkoth and his Barbarian allies alone. 
You’ll command up to Eighty creatures, including elves, 
vampires, skeletons, and gargoyles, as you defeat evil and save 
the realm. Wielding the forces of magic 
-V] through spells and artifacts of power, 

I you can take multiple paths to victory; 

• 4 more choices, more outcomes, and 
■ ^ unlimited replayability. 

»'/ Lords of Magic foatures a true 3-D 

game map, with 16 bit SVGA 
^ "qV) i\ ^ powerful map 

' '' 'X \ *^ditor that puts you in contfeL 

Sfe - « of terrain height, topography, 

\ texture. 


\\> vv V V . s 1 G rrti .com 

S I E R R A 

Impressions 





g c ^ w o r 1 ^ Q ff 


seltict one of ei‘jht 
cities to be the ceriter 
of ijiour einj^ire 


If) ijiouf Iibr<iry wi/nrds 
will reseofch spidlsto 
owerpower your enemies 
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CGW’s Home 
on the Web 

If you’re looking for the fastest 
news and reviews in gaming, turn 
to the experts at GameSpot 


Z iff-Davis has 
combined the 
talent and exper- 
tise of Computer 
Gaming World, 
GameSpot, and ZDNet to 
bring you the best gaming 
resources on the Web. 
Whether it's the latest game 
demos, breaking reviews, 
detailed strategy articles, 
hot scoops, or online 
forums, you’ll find every- 
thing you need to stay on 
the cutting edge. 

If you’re looking for the 
fastest news and reviews in 
gaming, turn to the experts 
at GameSpot. Here’s a brief 
overview of what you can 
expect on GameSpot over 
the next few weeks. To see 
these articles and others, 
point your browser to the 
ultimate gaming page at 
hltp;//cgw.gamespot. 
com/january. 



• Strategy Guides 


GameSpot strategy guides are unofficial game handbooks 
stocked with secrets and step-by-step instructions on how to 
defeat each level of your favorite game. Our strategy guides 
unlock those untapped hours of gameplay to help you get 
more fun for your buck. Here are tour recent examples: 

Dark Reign Need some help with Activision’s new real-time 
strategy game? Allow Desslock to give you a hand through 
all the missions for both the Freedom Guard and the 
Imperium and provide insight for all the troops and units in 
the game. 

Riven The sequel to the best-selling game Mvst is finally 
here and GameSpot'z guide has everything you need to help 
you through those mind-boggling puzzles. 

Jedi Knight Jeoi Knight lets you use the Force to fight 
your foes, but you may need more than the Foroe to gel 



• Designer Diaries 

Have you ever wondered what's going on behind the scenes while 
those much-anticipated games are in development? GameSpot's latest 
Designer Diaries follow the progress of game designers Jane Jensen, 
embarking on her third Gabriel Knight game for Sierra 
On-Line, and Tim Schafer currently working orr Grim Fandango for 
LucasArts. There's also ION Storm’s Anachronox, Sierra's Quest for 
Gioftr. Dragon Fire, Accolade's Jack Nicklaus 5, Activision's Dark Reign 
and ZoRK Grand Inquisitor, and more! 


you through the game. GameSpot'z Jedi Knight guide can 
help you along your way with tips and hints and all the 
secret codes. 

Tomb Raider li It's time to pull your gear out of the closet 
and go on another adventure with Lara Croft. Her quest is 
going to be long and hard and it looks like she might need 
some assistanca Check out GameSpot for the answers to all 
your Lara questions. 

Total Annihilation Could this be the surprise hit of the 
year? If you've had a chance to check out GT Interative's new 
real-time strategy game, you already know how challenging i( 
can be. Let GameSpot be your guide. 

Age o! Empires Microsoft ventures into the real-time strate- 
gy market with a game that is sure to stand out from the 
crowd. But just because it's from Microsoft, don't expect 
their tech support people to help you through the game. 
GameSpot comes to the rescue with another strategy guide. 



C6 ONLINE 


A s you read through your issue of CGW each monlh, 
watch for the CG Online bug, which points to a relat- 
ed online article at www.coinputergaming.com. 
If you’re interested in taking part in our discussions about 
gaming, check out the CGVJ Forums on ZDNel at 
www.zdnet.com or www.chatnQw.com. GGIV reviewer 
and columnist Oennis 
McCauley and CGt*/ Sysop 
Arlan Levitan host ongoing 
discussions on ZOA/e/'s 
Community Center. 


• Special Features 

Some publicatiorts appear to write previev;s of 
games based upon information that is available 
everywhere else. At GameSpol, we like to have 
hands-on experience with the game before writing a 
preview, so that we can give you a deeper look at 
what the newest titles are all about. Here is a sam- 
pling from this month: 


• Demos 


GmeSpot has the most thorough and 
regularly updated game demo libraries on the Web, 
This month’s demos include Daytona USA Deluxe, 
Links LS 1998 Edition, 3D Ultra Pinball: The Lost 
Continent, Pro Pinball Timeshock!, and many more! 


Lords of Magic Preview 

Impressions is known for creating entertaining and 
challenging strategy games. GameSpot was the first 
to cover Impressions' latest title. Lords of Magic, with 
an in depth preview, providing everything you need to 
know about this upcoming game. 


• Computer 
Gaming World 

Turn to CGW Online for news, reviews, strategy articles, 
and behind-the-scenes features on hundreds of lop com- 
puter games. Because of our joint venture with GameSpot, 
you’ll also see some articles posted online before they're in 
print! In addition, be sure to vratch out for a major new 
hardware section by Loyd Case, entitled the Ultimate Game 
Machine, a joint venture tram CGW and GameSpot. If you 
haven’t already bookmarked our page, be sure to add 
www.computergaming.com to your collection. 


Tomb Raider II Preview 

Will the alluring Lara Croft be enough to tempt 
fans of Tomb Raider back to play the sequel, or is 
Tomb Raider II just more of the same? Find out for 
yourself in GameSpots exclusive look at Eidos' 
much-anticipated game. 

ZoRK Grand Inquisitor Preview 

It might not sound like fun playing a Frobozz 
Electric Perma-Suck salesman, but in the zany 
world ot ZoRK it sure can be. Check out GameSpot's 
firsthand look at the next title in Activision’s long- 
running Zork series. 





Six Feet oF incognito. 


DAMEN “DEMON” RUSH 
SPECIALTY: COVERT OPERATIONS 
www.vigilance.cotn 
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Hold on to your iillings. This is gonna hurt. Frame-shattering jumps, punishing whoop-de-doos, and switchblade turns rendered with real physics. Torturous tracks 



lovingly laid out by the world's most sadistic designers. Yourself included, www.sierra.com/soda. 
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. an action/combat game that’s 
light years ahead of the competition.” 

ZDWet 


AVAILABLE NOW! 


“...real gameplay.” 

. . sharp SD engine that looks like it 
could stand toe to toe with Quake^ .w 

PC Gamer ‘ '‘‘W 


3D acceleration for 3Dfx 
and Rendition and others 
plus MMX. 

Brilliant 640 x 480 Super 
VGA resolution. 


/.■ 


Compelling story. Solve 
baffling puzzles to 
advance between levels. 
Smooth 3D combat with 


TruFlow™ technology. 


SUDDENLY, THE WAILS CAi 
CRASHING DOWN AND 
ALL HELL BROKE LOOSE. 


18 different horrific 
eatures attack you agai 
ind again from above, 
below and in your face! 


Death Match battle for u| 
to 8 players in 4 
challenging levels via the 
Internet or LAN. 


YOUR ENEMY IS PART 
BIOLOGICAL, PART MECHANICAL 
AND 100% KILLER! 


'■3 I' 

IF IT’S BAtTLE YOU WANT, 
IT’S BATTLE YOU’LL GET! 


Gut-scenes merge the 
game's 13 levels 
seamlessly while 
immersing you ever mori 
deeply into the 
compelling story. 



© 1997 Visceral Productions, 

A DIVISION OF AVALON HILL GAME COMPANY 
4517 Harford Road, Baltimore, MO 21214-3192 
410-254-9200 


Available wherever PC software Is sold including: 
Babbages Etc., Best Buy, Circuit City, CompUSA, Computer 
City, Egghead, Electronics Boutique, Fred Myers, Frys, 
Hastings, Musicland, Staples and Target Stores. 

Visit our web site: www.avalonhill.com 
or cain -800-999-3222 
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Trademarks died are properties ol Ihi 
respective owners 
Defiance is a trademark ol Visceral 
Productions and Logicware, Inc. 



JOHHKY WILSON 


Whos Who 
in the Computer 

Gaming Universe 

Are You a Core Member of the Gaming Elite? 


O ne ot (he most common questions that I'm asked is, 

"What’s the biggest difference in Computer Gaming World 
prior to and after the Ziff-Davis acquisition?" My initial an- 
swer is, "You mean outside of bigger circulation, more 
pages, and a bigger editorial staff? Not much!" Then, I 
usually go into a litany of positives that ZD brings to the 
table. High atop that list is research. ZD believes that suc- 
cessful publications know the pulse of their target audi- 
ence. So, we constantly commission studies to examine and reexamine those 
target audiences. The more we know about our readers and potential readers, 
the better we can construct a magazine that will both entertain and serve that 
universe of readers. 

Earlier this year, we commissioned a third-party research company to find 
out the size of the core gaming universe. The company selected 16,000 PC- 
owning households from the Polk National Database. Each household was 



Computer Game Players 


Casual 

Core 

Est. Population 

27.2 million 

4.48 million 

Rate Themselves As 

Novice 

Expert 

Give Advice? 

No 

Give heavily 

Games Preferred 

Card/Adventure/Puzzle 

Adventure/Action/RPG 

Percent Playing Games Online 

23 

40 

Internet Service Provider 

AOL 

Not AOL 

Games Bought Regularly 

3,4 per year 

24. per year 

Last Game Bought 

Myst 

Quake 

Game Planned to Buy 

Myst 

X-WiNG vs, TIE Fighter 

Games in Library 

15 

42 


sent a screening questionnaire designed to find computer gamers. From the 
responses to the screening questionnaire, 1,700 gamers were selected to 
answer an eight-page survey. The survey was conducted blind with no refer- 
ence to ZD publications or Ziff-Davis itself. The research company certifies 
that the results can be weighted to the overall U.S. population. 

The study discovered that out of 41 million US households with persona! 
computers, 78 percenl-or 32 million households— have games installed. 
Sounds like a big audience, doesn’t it? Of course, the study then discovered 
that there is a great disparity between levels of gamers. The chart on this 


page lists some of the most 
glaring differences. 

EXPLANATION 

Notice that the number of core computer gamers accounts for only 14 
percent of the total gaming population. Yet, when you figure out the buying 
power, they account for 54 percent of the total market. This means that if 
you fit into the core gamer category, you are important to software publish- 
ers for two reasons. First, your own purchases amount to the majority of 
the market (roughly $810 million of the $1.4 billion dollars worth of PC 
games sold in 1996}. Second, your heavy rate of advice impacts the other 
46 percent. Historically, software publishers who have fried to leapfrog core 
gamers and go directly to the mass-market have failed. Some games, like 
the enigmatic Myst, have been able to reach the mass market without really 
trying, but they are extremely rare. 

Notice that the casual gamer likes card 
games and puzzle games in which you get in 
and get out quickly (and no one gets hurt). 
Adventure probably comes up as a tribute to 
Myst, since the puzzles are the primary form of 
interaction. Yet, the core gamer loves adventure, 
action, and role-playing games-genres in 
which the top-rated games require a significant 
time commitment. This may explain why 22 per- 
cent of core gamers surveyed said that they play 
11 hours per week or more and only 9 percent 
of casual gamers made that claim. Computer 
gaming is a hobby that requires a time commit- 
ment; if you play more than 11 hours per week, 
you’re part of the hard-core gamers within the 

core gaming community. 

The good news from this study is that more people than ever before are 
playing computer games. The sobering news is that most of these new 
gamers are casual gamers who do not have the same interests as our loyal 
readers. The hopeful sign is that core gamers, like our readers, give advice, 
and there is still an opportunity to draft new blood into the genetic pool for 
future opponents. 

Computer gaming is a growing hobby, but it’s also a changing hobby. 
Where do you fit in the gaming elite? % 











iscover a new horizon 
isic ADSD'role playing. 


S® cm a visuaUy dazzlml, real“time 
on a ferand scale first beg,an, now 
n stunning graphic detail. Yourquest? Leadapartyofadventurersonajonmeyto 
save the Sword Coast region from a sinister plot that involves impending, war, dark prophecies, 
betrayed alliances«.even your own soul. 


Hu^e g,ame world ' 5 CDs filled with nearly 10,000 feV- Authentic AD&D®characters, each represented 
game screens in striking SV GA, all accurately on'screen down to individual class, race, 

rendered in glorious 16'bit color gender, skin and hair color, armor and weaponry 


fc;. Incredibly detailed structures and environments; ^ Manage up to a 6'character party on a gripping, 
' dynamic lightings day/night, rain, snow, fog, and nondinear adventure spanning seven chapters 

lightning effects with multiple twisting siibplots 




BY aUlERS. FOR GAMERS, 
www.iiitcnilay.oom 




©1997 BioWare Corp, Al! rights reserved. ADVANCED DUNGEONS & DRAGONS, AD&D. FORGOTTEN REALMS and the TSR logo are registered trademarks 
ofTSR, Inc. BALDUR'S GATE is a trademark of TSR. Inc. Interplay is a trademark of Interplay Productions. TSR is a subsidiary of Wizards of the Coast, Inc. 
All rights reserved. All other trademarks are property of their respective owners. 
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LETTERS 


A 




LETTER OF THE MONTH 


I WANT MY AGP! 

1 subscribed to your wonderful magazine when I first bougiit my 
computer, At the time, it was state-of-the-art; a blazing Pentium 
120Mtlz with an incredible 16 Megs of RAM, L6GB hard drive, and a 
6x CD-ROM. I was very liappy. I love computer games, and so 1 was 
content. Now, two years later, my once wonderful machine is below 
the system requirements of many games, i have AH-64D LONGBOW, 
and was eagerly awaiting LONCBOW 2, 1 heard about the game being 
finally posted on the )ancs Web site, so 1 went for a look. On the FAQ 
list, a question asked, “Will 1 need a supermachine to run LONCBOW 
IT And they answered, “No,” I was overjoyed, until I read the rest. It 
read, “LONGBOW 2 will nm on any P133." I wanted to cry. 1 am new to 
this computer game stuff, with only two years behind me. Thats why 1 
am writing the experts, 1 want an MMX, 3D Card, fast machine, and 
more RAM. 1 want DVD. 1 want AGP big-time. So, tell me, when will 
1 need to upgrade? 1 want to be able to run these games badly. But ! 
love the computer i have right now. How will 1 find a good machine 
that will last me, say three years, without blowing my wallet and with- 
out many problems? 'Phanks, 

John McClain 
from the Internet 

We can help you find a smoking computer around the $2,500 mark 
that shouldn't blow tlic budget. Just check out the second part of our 
annual Ultimate Game Machine series. It's right here in this issue (pg. 
122). Unfortunately, I can't promise }'ou three }’ears. Processor capaci- 
ty seems to be doubling every 18 months or so (Moore’s law originally 
had this happening every hvo years, but everything's speeding up — 
even the rate of advancement) and new generations of machines 
seem to hit ever}' six months or so. You can’t expect design teams not 
to want to use the latest and greatest, so this hobby seems to haw an 
upgrade cuti'e faster than any other. Of course, you can always hang 
onto it for three years and bang out in the bargain bins of software 
stores, waiting for the old stuff to trickle down to your machine. All of 
us have been there at one time or another. 


CGW'S DARK CONSPIRACY 

I just picked II]) )()ur No\'cmher issue and enjoyed it as always, but was left 
with a na^ng .su,s|)icion. 'Pherc is an e\'il bias at work in the office of CGIH 
Ihcrc is a deserving game wthhclcl from your list of Toj) 10 Carnes From Tlie 
Dark Side, and 1 fear 1 know why it isn't there: It’s a (yikes!) console game 

ported over to Ihc comput- 
er. 1, of course, am refer- 
ring to RltSIDl^NT Evil, 
from Capeom. Perhaps 
your noses are uplumed 
atlhis game due to its 
lowly pedigree, but it is 
excellent. 

The story slowly 
unfolds before you as 
you creep from room to 
room. Character ani- 
mations arc fluid and 
realistic and the character y ou pick to play and the deci- 
sions you make really- do lead to different results. Management of your sup- 
plies is cnicial as running out of high-])t)wered ammo can leave you in very 
precarious situations. Plus, it’s fun and the scariest game I have ever played! 

1 used to ha\c a superiority complex about my computer, but l^iSlDENT 
E\ 1 L made me purchase a PlayStation. Now 
your readers don’t even have to do that. 1 
don’t know if anything has been lost in the 
[)ort, but if it’s the .same game, you arc 
depriving your readers, and yourselves, of 
a great experience. Try it, you’ll like it. 

And, if you can get off that high horse 
long enough, Goi.f)i;:NEYE 007 is, even as we 
speak, attempting to persuade me to buy a Nintendo 64. 

Aaaaarrrrgh! looking forward to the glowing re\icw! 

Bill Harries, 
Pboenix/\Z 


Unfoiiunalcly, as you'll notice in this month's re\icw, the computer version 
o/T^'1SID1'N'I‘ F.\'H. had lots of bugs (and uc don't mean the kind in the Starship 
Troopers /none, cither). Wc hope that any eventual computer wrsions of 
GoldcnEyc 007 will be spared such indignities, since it is tnilya marwious 
game, but »'e can't be sure. As foronranlicoasole bias, rvc plead guilty, but 
consider this: NiCt-rr^lARE Cr&XIUKIvS is in that Top 10 list and it had its debut 
on the PlayStation. So. I gness n-e’ie already fallen off that horse. (But, it was 
rocking \vr}- fast, and Jeff Creen got caught in the rockets.) 


OUT OF LINE ROLE-PLAYING 

1 have recently ireen playing both DlWGON RfaI-MS and UkI'IMA ONLINE 
and I’m sad to say I have found both a rather off-putting experience. 1 have 
been playing l^’G since Dungeons and Dragons appeared in around 1977 or 
1978. I’ve played on computers since the C-64. 1 still found both of IIksc 
games, as different a.s they are, to be quite a disappointment. 

On the technical front, both have problems with lag, mueh more so 
w-ith UO than DR (1 presume because of its graphic intensive nature). To 
what extent it is also a function of totally inadequate sen-er capacity is a 
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FIGHT eN I 


You’ve never seen chess like this. One moment you’re testing yourself at Grand Master level on a standard board. Then, with the click of a mouse, 
the pieces have taken on an awesome life of their own • and you’re locked into a battle between good and evil, where losing just isn’t an option 




ACT LOCALLY - KILL 



NAME: Alec Beckett 
HOMETOWN: Greshem, OR 


RANKIN NET FIGHTER: 1st 
DEGREES EARNED: 210,000, 

traded 27,500 to buy Quake" 


in the HEAT store 


MAHABEHCHT TECHNIQUES. SO 


S0BHY,DR.KHEPLER!99 

HEAT USER NAME: Stumpman 
TOURNAMENT REGORO; 10-2 


FAVORITE SPECIAL HOVE: 

swinging knife decapitation 

TRASH TALK EXCERPT: 

“Sorry about your head.” 


OTHER FAVORITE GAMES 
ON HEAT.NET: 


Quake, 






Hexen ii,~ ^ 
Outiawsi' Diablo," M 


LOCA 


NET nGHTER; THE only RGHTING 


LOCALLY-get the HEAT Internet game rvetwork box at your local computer store! GLOBALLY 
you can divert your anger off the streets and onto the net against real, live people 



GLOBALLY ON HEAT.KET/ 



A- 


GAME ON THE INTERNET!! 


-log on to HEAT.NET NOW! Through HEAT.NET and the miracle of CyberDiversion, 
all over the globe! You’ll feel better, the whole world will feel better! 


HHnt: bill Shultz 

HOMETOWN: Portsmouth, VA 

RANK IN NET FIGHTER; 2nd 
DEGREES EARNED: 197,500, traded 

17,500 to buy Scud: Industrial 
Evolution" in the HEAT store 

I USED TO TAKE m MY 
BULLETS, AMD ON EACH OHE I 
UOULB UNITE THE NAME OF EACH 
PERSON ON MY BOS THEN A 
FRIEND SHOUEB ME I COULD 
POBBE MY VIOLENT ORBES IN 
NETFIBHTERONHEAT.NET 
ABAINST OTHER PEOPLE THANKS 
TO HEAT, THE PEOPLE ON MY SOS 
MILL NEVER KNOUHOU CLOSE 
THEY CAME! 99 

HEAT USER NAME: Thunderhammer 

TOURNAMENT RECORD: g-3 
FAVORITE SPECIAL MOVE; 

forked iightning kick 

TRASH TALK EXCERPT: “Stop hitting 
like a sissy girl.” 

OTHER FAVORITE GAMES ON HEAT.NET; 

Blood" Duke Nukemr DeathDrome" 
Shadow Warrior," Alien Race" 


' JP Prr . ,11 ^ 


* TAKE IT TO THE NH! 


© 1997 SegaSott Networks, Inc. HEAT, HEAT.NET, and Net Fighier are trademarks ol SegaSoft Networks, Inc. All other product names are the trademarks ol their respective owners. 
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question that remains, although ! suppose tlic 
fact that I am in tlie UK may make this worse 
than for you Yanks! On UO, there were several 
instances of my character being frozen in 
place, whilst other [jlayers went about their 
business, after which 1 might be able to move 
or m/g/if get dropped due to a lost connection. 
Both games, however, turned out 
to have a quite unexpected 
drawback to this “newbie." 
i had thought that 
otlier real players 


would 
be great, 
and cer- 
tainly in DR 
they were, by 
and large. In 
UO, 1 did not 
manage to stay ali\ e and connected 
for long enough to really find out. Tlie sur- 
prise is that the players in boih are a real prob- 
lem, Preying on newbies is a favorite lactic: In 
DI^ thieves clean you out all the time, and in 
UO, other players will kill you. Worse, in Dl^ 
preying on others is a design feature, 'flie thief 
cla.ss has no real choice and must prey on other 
players to prosper. Oddly though, you are nol 
allowed to fight back, and unless you catch 
them at it, which you won’t if they are much 
more skilled than you, you won’t even be able 
to seek redress. You’ll gel dragged out by them 
and killed, or sanctioned by the GMs for caus- 
ing trouble with another player. 

I ha\e no objection to taking m)' chances with 
a game. If )t)u could not lose, it would not be fun, 
ljut I am afraid that in tlicsc there were no 
chances. Players of such great superiorit)' prey on 
you thatyou cannot do anything about it. If 1, as a 
GM in a conventional game, did that 
to my players, theywxiuld rapidly stop 
turning up! 

Ill a real-death environment, where 
you cannot restore a backup and tr\’ 
again, I personally find this inequalit)' 
very off-putting. Local calls are not 
free in most of the UK and S[)ending 
hours and hours laboriously training 
up a character is cxpensisc, given the 


time taken to get going. To have them arbitrarily 
fmstratccl leaves me mad. 

Both games need to have a bit of a think about 
what they do with this problem. I xiis of people 
clearly pla)' and enjoy tlKiii immenscl)', but 1 scri- 
ousl)' doubt that they can keep getting new play- 
ers at a gootl rate with these problems. Lots may 
join bill they will chum — cancel their subs and 
mo\'e on. I base already done so with DR. 

Having bought the UO software (for £d0 in the 
UK) 1 cannot as easily walk away from UO. 

Both games need nursery areas 
to allow new players to get 
going without have to meet 
unmatchable risks, and both 
game publishers need to 
rethink their policing policies. UO, in 
particular, seems to pride itself on being a 
real environment, 77jaf it is not. Most of 
tlic cash in circulation in that econo- 
my must liai e come from theft from 
new players! 

ChrisAircy 
from the Internet 

Designers who fail to Icam the lessons of \ir- 
tualhistor}’ are doomed to repeat them. We've 
always known that online games need a begin- 
ner zone equivalent to a ski lodge’s "bunny 
slope. " What wc can’t understand is why this 
type of environment isn’t being designed. 

FLIGHT LINE 

How about a WWIl fighter plane simulation 
with the o|)tion for a multipiaj er crew for tire big 
bombers? It would be just like what’s being done 
on IXJNCnovv 2 with the pilot and gunner. 1 can 
remember back to a game for the intellivision 
called B-17 Bomiskr that I played as both pilot 
and bombardier, while m\- friend would act as 
gunner and lake care of the guns. A few' people 
logged onto the same plane, with friends flying 
escort anti other Net players as the enemy fight- 
ers would be cool. Maibcyou could throw in a 
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Gold (Top Award) 

Games Domain Online 

9.1 out of 10 

Ultra Game Players 

9 out of 10 

Computer & Net Player 
Zentropy! Online 

4 out of 5 

Computer Gaming World 
Next Generation 
Computer Games Stiategy Plus 
Adivnaline Vault Online 
C/Net’s Gamecenter Online 



CBS Neivs/48 Hours 


“a complete blast to play” 

- Computer S. Net Player 


“Tires screeching, motorists cursing, pedestrians dying - they’re all 
part of the macabre vehicular-homicide-iS'fun world of Carmageddon” 

- Entertainment V\/eekly 



Vent Your Road Rage’ 


“It's been a long time since a driving game has been as much fun 
as Carmageddon” 

- Computer Gaming V/orld 

Very playable and addictive.’ 

- PC Gamer 

“the most impressive racing game around, and the most original game 
I’ve played in ages” 

- Games Domain Online 

‘Go out and buy it! 

- Ultra Game Players 


The racing game for the chemically imbalanced. 

Test drive the demo at www. interplay, com 

©1997 and trademark SCI (Sales Curve Inleraclive) Ltd. SCI is a trademark of SCI (Sales Curve Interactive) Ltd. All rights reserved- 
interplay is the trademaik ot Interplay Productions. All rights reserved. Exclusively published and distributed by Interplay Productions. 
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Reitl-Tinie camera movements 
DURING game play, and 
Real Time animation with 
Westwood’s own optical 
motion capture technology. 


G‘Q(<t>ai<c Sequi^e 


West^vood’s I ^ 
own Tme Color •' 
Eniululion 

delivers game _ 

play and break 
through lighting 
and special etTect.s in full 
screen (640 x 480). 




Over 70 Real-Time virtual 
actors pursuing their own 
agendas that affect your 
tlnnl outcome each time 


Ao(ual'frVgi»i»(e ' 


AcIubI In-gamd^ieop 


BIjJc Kunner O IVS2 Bludu Runiiur Punnorsliip. Hindu Runner'^' HIuiIl' Runner Paiincrsliip. O Wl HhiJo RuiiiicrAVusiwond Piinncrship 
Ol'W? Wcsiwiuid Sludkis. Inc. Wesiwoml Siudios is a rogisicrcd irudcnurk of Westwood Sindios. Inc. 
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The First Real-Time 3D Adventure 

Armed with your investigative skills and the tools of a 21st century 
BLADE RUNNER'", you'll be immersed in a futuristic world that 
revolutionizes computer gaming, and tests your ability to survive in 
one of the richest and most atmospheric games ever created for the PC. 



For Windows0 95 


'^stv/ood' 


.westwood.com 


Coming November 1997 to Retailers Everywhere 
OR Call 1-800-874-4607 


lilllc P'lying Nigi I’I'MARES 2 with ii com- 
mander for the missions? 

Robert Prownsiil 
from the fntcniel 

Scvcrdl online giimcs offer the fcnhires 
yon desire. Check ont Air \V. \RRIOrII mid 
\ VmiRDS for that kind ofcoopcratii v 
iiclion, available /joii' via the Intemcl. 

Since )xiu're playing mth real humans, 
yon can decide on the commander. 

IS JUSTICE SERVED? 

I appreciated your article about gam- 
ing online. However, witli 
www.zone.com (Miero.soft), it would 
have been nice if you had noted that 
Microsoft has taken it upon themselves 
to snub Netscape users. When you use 
Netscape 3.0 or higlier, the page dumps 



you (literally) to a j)age that tells you, as 
only Microsoft can, lhal you .should 
dump that piece of crap Netscape and 
use the ofi/ybrowscr in towi, 111 ',. /\nd of 
course they give you a link where you 
can download it for free. How hard 
would it ha\'e been for Microsoft to 


FIRING LINE 


We prefer that you email us at 
one of diese addresses: 
CompuServe; 76703,622 
Internet: 76703.622® com- 

puserve.coni 

Or write to die foflowing address: 
CGW, !.£tters to the Editor 
135 Main Street, 14th Floor 
San Francisco, CA 94105 
We rcserw the right to edit all 
letters for space or clarity'. 


provide a plain page that described the 
Zone and hn\s’ to use it? Instead they use 
the opportunity to get IE entrenched on 
yet another system. Sorry. I didn’t bite. 
Can you jirovide readers with instruc- 
tions on how to use the Zone, with at 
least X-WiNG V.S. TIE FlGl ri'l'lR, without 
requiring them to use IE? 

Charlie Engasscr 
Melbourne FI. 

No one is.suqmscd that Microsoh has 
been aggregating content under the 
Internet CamingZonc rubric in order to 
provide a robust Web site that can be 
enjoyed only under Internet I'Splorer. We 
don 't kimvofanv way for Netscape users 
to use the site, but we're not surprised that 
Microsoft is doing what is best for 
Microsoft. Apparently, the U. S. justice 
Department isn’t surprised, cither. 

GUBBLE TROUBLE 

Your review sa)’s several limes that 
GuBni.K (CGVF#160) is based on the 
game ClttKCAL CAVTiRNS. It i.s, in fact, 
somewhat loosely based on Cr\'S’I/'J, 
Casilks, an arcade classic with coin-drop 
rei enucs over $100 million, released in 
1983 by Atari. 

Fninx hinzangcr 
Chairman, Actual Fntcrtainmcnt 


Corrections 


HALF-LIFE FIASCO 

hi our December Sneak Preview of 
u'c indicated that there iras a 
demo ot the game on that month 's CD. 
There wasn’t. 

An editor added the reference because 
the CD had Qu. xke levels created by one 
of HM-F-Lini's designers. [ Infortunatcly, 
the editor didn’t specify the nature of the 
demo content The party rc.sponsibIe has 
been taken to the woodshed for a thor- 
ough caning, and swears he will never 
make the mistake again! We regret the 
erroneous reference. 

When u'c do get the H. \i.F-Lii't: 
demo, we'll be .sure to tell you. 
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READ.ME 

The Latest News From the Computer Gaming World 


Edited by Charlotte Panther (CPanther@zd.com) 



l/l/es/ivood Prepares to Ship Its Ambitious Adventufo Game 


G et ready, junior Blade Runners, the repli- 
cants are on their way. Westwood Studios' 
long-awaited adventure game, based on 
the classic science-fiction movie of the early ’80s, 
is finally about to see the light of day. 

We were able to play a late beta of the four-CD 
game, and all signs indicate that Blade Runner wifi 
be one of the hottest adventure games to come 
around in a long time. 

The first thing to note is that Westwood has 
done something very interesting with the fran- 
chise. Blade Runner, the game, takes place at the 
same place and time as the movie-Los Angeles, 
2019-but it is not the same story as the movie. 
Rather than focus on Harrison Ford’s character, 
Deckard (whom you will hear about, but never 
encounter), the game puls you in the role of a 
rookie Blade Runner, Ray McCoy, whose assign- 
ment to an animal murder investigation leads to 
his own struggle against the replicants. 

The game's designers have done a remarkable 
job of remaining faithful to the spirit of the movie, 
while fashioning something wholly original as 
well. As in the film, much of the gameplay 
involves trying to figure out just who is and who 
isn't a replicant, as well as making the moral 
decision of what to do once you do know. 

Westwood has also taken the step of making 
sure that the ansv/ers vary upon repeated play: 
Many of the game's characters are randomly 
assigned the status of human or replicant, and 
they will follow a different agenda each time you 


play. Thus, the storyline, and your path through it, 
will constantly change. 

As in the film, the game's visuals are stun- 
ning. The cut-scenes feature the best 3D mod- 
eled characters yet seen in a game, just a few 
eye blinks and body movements short of pass- 
ing for human. The in-game graphics, while not 
quite as good, are still quite beautiful, with fog 
and smoke effects, colored lighting, and shad- 
owing creating the same noirish, futuristic look 
as in the film. The game’s engine is able fo ren- 
der hundreds of thousands of polygons in real- 
time without the need for a 3D accelerafor 
card, according fo Westwood, 

Some of fhe film’s mosf memo- 
rable scenes, such as the giant- 
screen geisha billboard, the 
humongous police station, 
and theTyrell building, make it 
into the game. Even better, 
some of the Blade Runner’s inves- 
tigative tools, such as the ESPER 
image analyzer, look and even 
sound just like they do in the film. 

Blade Runner, one of the most 
visually unique films of the past 20 
years, looks to have found an equal 
match in Westwood’s game. We hope fhe 
final version lives up to the great promise 
shown in the beta. Watch for it on retailers’ 
shelves on or around November 15, 

-Jell Green 


Blade Runner 



MicpoProse Takes Aim 


Sneak Peeks at Its Hot Games Lineup 



G T (nleraclive might own MicroProse now, but the folks 
in Alameda and their five development studios are 
conducting business as usual. We recently visited the 
company and took a peek at its holiday and early 1998 prod- 
ucts, many of which will recall the vibrant and sophisticated 
games of MicroProse's heyday. 

Leading the lineup was Ultimate Civ II, which includes the 
original Civ II, the first expansion pack, and the long-awaited 
multiplayer mode. The mere Idea of playing Civ I) with friends 
is enough to make our mouths water. Unlike CivNet. there will 
be no simultaneous movement, but you will be able to man- 
age cities, chat, and trade with other players when the primary 
player is moving his units. 

Ultimate Civ II will support up to seven players, and gamers 
will be able to join games dynamically by jumping into an Al 


civilization’s shoes. MicroProse says that Ultimate Civ II will 
ship sometime around March 1998. 

The other Civ product on display v/as the scenario pack, 
Fautastic Worlds, which includes a graphically based scenario 
editor and a collection of great fantasy and sci-fi scenarios. 

This product, which should be on store shelves by the time 
you read this, offers a dinosaur scenario; a Jules Verne map. 
in which the key to victory is discovery and exploration; and 
Master of Magic and Master of Oriou scenarios. The pack 
includes ail new units, buildings, and terrain. 

Probably the second most-anticipated multiplayer patch is 
Magic the Gathering's Mana Link, which was also shown at 
MicroProse. This multiplayer mode will be available in the 
Duels of the Planeswalkers bundle pack, which includes 

►►►Con/OTued on pg 74 



Short takes on games and hardware released just prior to press time. 


ZORK GRAND INQUISITOR 

The ZoRK game from Activision returns to its roots, 
melding the technology of a modern adventure game with 
the Zorkitude of the ciassica Featuring an updated 
ZoRK NE^/ES1S engine, Bie gamepl^ and storyline are 
vintage Zork, replacing the dark and disturbing Myst- 
like elements of the previous game in the series. The 
puzzles are mostly of the oid-school adventure style, 
such as retrieving the Coconut ot Quendor, but 
some-your visit to Flood Control Dam #3, for exam- 
ple-are reminiscent of Myst. Nevertheless, this is a 
good step towards the revival of ^e adventure genre, 
and it’s your last chance to visit the White House 
before its des'ifucLm.-Thierry Nguyen 


Activision. (800) 477-3650 
Win 95 CD-ROM 

Reader Service §: 301 



Simutronics Corp.and 
Universal Studios 

0 n n n e are teaming up to devel- 
op an online multiply game 
based on the Hercules: Ifgendaiy 
Journeys and )^na: Warrior 
Princess series. The game envi- 
ronment will feature the creatures 
and locations from, the TV series, 
marking the first time a television 
property has been translated into 
an online fantasy role-playing 
game The game is set to pre- 
miere in the second quarter of 
1998- For more information. 


check iittp//xena. play. net 



►HThe release dale ot Douglas 
Aiwas Swrshp Tiwc, the 
upcoming graphic adventure 
from Simon & Schuster 
and The Digital Village, 
has been postponed until early 
1998. Robbie Stamp, chief execu- 
tive ot The Digital Village, says the 
dei^ Is necessary “to ensure 
completion of essential quality 
evaluation and testing proce- 
dures." In the meantime, a novel- 
izalion of SMSHipJiiAHic written 
by Terry Jones-Moofy f)4hon 
alum and friend of Douglas 
Adams-is scheduled for a 
November release 


^^PVirgin Interactiveis 

offering gamers music freebies 
when they purchase any of the 
new PC CD-ROM games from 
Virgin and Westwood 
Studios, including UuDS of . 
Lore: Guardians of Destiny, C&C 
ASSAULT Pak, The Tone Rebellion, 
and Broken Svvord;The S(/oki.ng 
Mirror. With each game pur- 
chase, consumers will receive a 
mail-in voucher for a free music 
CD from EMI*Capitol. The 
promotion is all part of £Mi- 
Capitol Record's lOOlh birthday 
celebration. 
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Rabbit Rampage 

Ballistic Bunnies Invade Earth in Pulse’s 3D Action-Shooter 


I f you’ve played Pulse Entertain- 
menl's Kafka-esque Bad Mojo-an 
eerie adventure game that has you 
experiencing life as a cockroach- 
you'll agree that it was an unusually 
different take on your average adven- 
ture game. It is that same originality 
that will help raise Pulse’s latest title, 
Space Bunnies Must Die!, above the 
rest of the competition as the com- 
pany ventures into the overpopulated third-person 
3D action/adventure genre. 

The gameplay and look of Space Bunnies may 
appear similar to Tomb Raioer, but the atmos- 
phere and spirit of the game is completely differ- 
ent. Inspired by classic ’50s B-movies, the 
premise is ludicrously wacky. Earth has been 
overrun by giant rabbits from outer space who 
are not only capturing and enslaving humans, 
but are also dissecting poor, innocent earth ani- 
mals, and sewing them back together to form 
bizarre mutations. 


You play a tough truck-stop waitress, Allison 
Huxter, and you’re out lor revenge: These malevo- 
lent bunnies have kidnapped your sister, Jocelyn, 
and you’re ready to do whatever it takes to get her 
back-and if you can save the Earth in the mean- 
time, so much the better. 

Buckaroo Babe 

While the game offers plenty of opportunity for 
the trigger-happy to relieve their tension, your quest 
also requires you to take note and act upon all that's 
going on around you. Hidden throughout the levels 
are navigational aids-bridges, rocks to climb, a 
monkey bar to cross-and transporters that require 
carrot power-ups to tunction. The mutated 
menagerie will also be ot great use to you: As queen 
of the rodeo, riding atop 
of a giant goat/rabbit 
hybrid poses little prob- 
lem for Allison. 

Meanwhile, your sis- 
ter, anxiously awaiting 


your arrival, leaves little parcels out for you, with 
clues or useful gifts to help you on your journey. 
Sometimes, the box will contain one of several out- 
fits, each of which provides the wearer with a differ- 
ent protective power. The game maintains its 
tongue-in-cheek humor throughout, with the help of 
the smart-mouthed heroine, who throws out one-lin- 
ers and breaks off into hilarious song and dance 
routines every now and then. When Allison changes 
into one outfit, for instance, she suddenly starts go- 
go dancing to “These boots are made for walking," 
Although Pulse insists that Space Bunnies Must 
Die is not technically a Tomb Raider clone-il was 
actually in development long before Tomb Raider hit 
store shelves-comparisons are bound to be drawn. 
However, as long as Pulse continues to build on its 
kooky cast of 
characters and 
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War of the Worlds 

GT Interactive Revisits the Martian Invasion 



In the Works > 


T ake one of the world’s best-known science-fiction classics and 
meld it with the current fascination for real-time slrategy. That’s 
the formula for GT Interactive’s War of the Worlds, which is 
based on the classic novel by H. G. Wells and uses the music of Jeff 
Wayne's best-selling UK album of the same name. The Martians have 
landed in jolly olde England and must 
be stopped before they get off the 
island kingdom. Although the novel was told strictly from the human 
perspective, the game allows players to assume the role of defense 
coordinator for the Human forces or offensive coordinator for the 
invading Martians. For- 
tunately, for those who want 
to direct the Human forces, 
the weapons at the disposal 
of the “good guys" are con- 
siderably more effective than 
most of those used in the 
novel. Play balance is more 
important than faithfulness to 
the script, and the result Isa 
fair amount of give and take 
across both the strategic 
map of the British Isles (used 
for planning) and the attrac- 
tive tactical maps where bat- 
tles actually take place. The 
game is due in the summer 
of 1998.-Jo/?my Wilson 




THE LUCASARTS 
ARCHIVES: VOLUME III 

While previous 
LucasArts’ collections 
had some decent 
games, this one leads the ' 
pack. It includes Full Throttle, Dark 
Forces, and both Monkey Island 
games. While the collection has a cou- 
ple of mediocre games (The Dig, 
Afterufe), the rest of the games are 
well worth the price. With the recent 
release of Jedi Knight, the upcoming 
release of The Curse of Monkey 
Island, and the far-off Grim Fandango, 
it's lime to get re-acquainted with 
these classics.- r/ifer/yAfguyer? 

LucasArts Entertainment, 

(800) 985-8227 


PC CD-ROM 

Reader Service §: 302 

CH GAME5TICK 

Diving into the market for action 
game controllers, CH’s Gamestick is 
a relatively conservative joystick buiit 
to the CH tradition, The stick has a 
light, precise action and is actually 
designed to be held in your lap. The 
analog throttle is on the back, and is a 
sideways slider— perfect lor the thumb 
of the hand holding the base of the 
stick. The stick itself is symmetrical, 
which should suit southpaws well. 
There are four buttons (but no hat). 
About the only downside is that the 
Gamestick is not programmable. Oh, 
and that weird marketing campaign 


that pl^ up the. ..er... suggestive 
shape of the stick.-toyd Case 
CH Products, (760) 598-2518 
PC Joystick 

Reader Seivice H: 303 




^►TEMssfal Entertainment 
Nehv^has announced that a 
TEyfubscription will not be 
required (or the AMD 
Professional Gamer’s 
League (PGL), the first pro 
sports league (or computer 
gamers. Gamers can instead 
pay a S9,95 entry fee for each 
three-month season, which 
offers cash and prizes. The entry 
fee will be waived for current 
TEN subscribers. 


related news, fans of 
Cavedog’s real-time strategy 
game, Total AtiNiHUTiOM, will 
be able to play the game free 
over TEN by Installing the TEN 
software included on the Total 
Ailmhilatioh CD-ROM. TEN 
accounts set up in this manner, 
however, will only have free 
access to the Total Annihilation 
areas of TEN. 


>HMplayer also recently 
announced its continued sup- 
port for online tournaments, 
such as Red Annihilation. 
Mplayer will learn up with ABC 
Interactive for the Quest for 
the Best Internet Champion- 
ship, an intense tournament 
covering ABC's football titles. 

The Software Pub- 
lishers Association (SPA) 

recently filed a lawsuit against 
two individuals alleging that 
they were uploading.copyright- 
ed material onto the Internet. 
After issuing subpoenas to two 
ISPs for the names of the site 
operators, the service providers 
consequently removed or 
blocked access to the sites, 
which offered bootleg serial 
numbers lor installing pirate 
softv/are. The Web sites under 
question are www.velocity. 
net/ ~ overlord and chisel. 
tooicity.net/~overlord. 
More information on SPA's 
software piracy efforts can be 
found at www.spa.org/ 
piracy. 
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There is nothing to fear but fear itself. And ice. And trees. And cliffs. And pain. This is the ultimate ski racing experience at six worldrclass resorts^ Downhill. Slalom. 



Giant Slalom, Super G. All Around, .the mountain is calling. Are you insane enough to answer? www.sierra.com/slfi. I ^ 
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Accelerated demos to download and 
play, patches to bring your games 
up to speed, driver updates to 
optimize your Voodoo power and 
the latest news and information 
from the world of 3Dfx Interactive. 



Vo Ho Ho and a BotUe of Fun 



In the Works > 


P sygnosis’ Shipwreckers! is an arcade- 
style action/puzzie game that balances 
light-hearted, cartoonlike graphics with 
addictive gameplay. At the helm of a pirate ship, 
you must navigate through mazes of harbors, 
locks, and jetties. 
Your objective is 
to find ports, wreak havoc upon them, and raise 
the Jolly Roger-all in preparation for a show- 
down with the hated pirate Blowfieet. 

The levels are arranged as mazes 
made up of geographical features and 
obstacles. As you maneuver your ves- 
sel, power-ups, cannon balls, lock- 
opening buoys, and, of course, 
pirate’s booty, become yours lor the 
plundering. 

Sailing is not smooth, however. 

Hindering you from pillaging ports are 
many obstacles, traps, and enemies- 


stationary flame-throwers, giant rotating buzz- 
saws, mobile cannon ships, and more. 
Defeating them requires a combination of accu- 
rate cannon-fire, swift navigation, and ingenuity. 
On top of that, ship fires, as well as the occa- 
sional alien abduction, can decimate your crew 
of hardy swabs. 

One of the most impressive aspects of 
Shipwreckers! is that none of the gameplay ele- 
ments are overwhelmed by the cute, cartoon- 



style graphics. Taken from a top- 
down perspective, the 3D graphics 
consist of bright colors and humor- 
ous art. The whole artistic intent, in 
fact, seems to encourage players to 
focus their attention on the fun and 
exciting aspects of piracy. The inno- 
vative design of Shipwreckers! 

(both artistically and in gameplay) 
should help to make the game a 
winner this holiday season. 

-Matthew Schaefer 


CALARAGOS: 

MENDEL'S ESCAPE 

Here we have, wrapped in a deceptively 
innocent little package, complete with a cud- 
dly mascot named Mendel, one of the most 
insidiously addicting puzzle games since 
Tetris. You must help Mendel, an autonomous 



four-legged baby war machine (don't ask) 
escape from his evil masters by guiding him 
through a series of increasingly diliicult, 
Escher-iike 3D environments. One lalse move 
and he's dead. 

The trippy, psychedelic graphics are spec- 
tacular, especially with 3D hardware accelera- 
I lion, but at times they're almost too trip- 
^ ^ py, with moving platforms, rotating 
rooms, and shifting patterns making 
mincemeat of your equilibrium. 
Gameplay is much harder than it looks, and 
it's exacerbated by a scarcity of save points 
-by far the game’s biggest problem-faut 
overall this is an awesome, unique experi- 
ence. -Jeff Greer? 

Electronic Arts, (800)245-4525 
Win 95/Mac CD-ROM 
Reader Service H: 304 
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Quake II Demo Whets Appetite 



T he Quake 11 "test" is out, and once again, id 
Software has delivered a rich, compelling, 
and immersive environment, demonstrating 
Its commitment to artistry as well as technology. 
More importantly, gameplay in this public beta is a 
step beyond Quake. 

First, enemies aren’t 
as stupid as in Quake. 

During firelights, the 
new adversaries will 
sometimes retreat 
under cover to hide, 
and several limes I was 
hosed by a sneaky 
cyborg in an area I 
thought I'd cleared 
out-always 
count bodlesi 
Second, the 
monsters in 
Quake II are 
more agile. They 
dodge from side 
to side, stopping 
only to fire unerr- 
ingly. This made Ihem much harder to hit than in 
Quake, which adds realism. 

Unfortunately, though, enemies didn’t strafe as 
expected. Instead, they executed full turns and 
took multiple steps to the left and right, even turn- 
ing around and marching away, more focused on 


dodging than attacking. One wonders why id (or 
anyone else} still can’t match the uncanny Al of 
Steven Polge’s Reaperbot. 

Qlwke II Test played acceptably on a P133 al 
320x240, although I also played on a 3Dfx’ed 


P200/MMX at 640x480, which 
looked good. The demo defi- 
nitely takes more horsepower • 
to run than Quake, and many 
gamers will need to sacrifice 
image quality to get an accept- 
able frame rate. Remember, 
though, that this is an early 
beta, and speed and gameplay 
may still improve. 

Negatives aside, the demo 
was over all too soon. The 


arsenal and abundant power-ups stack the odds in 
your favor, and, playing on nightmare difficulty, I 
completed the demo my second time through 
without having to restore a saved game (though it 
was close). Quake II Test indicates that for Quake 
11, id has squarely addressed the dissatisfaction 
gamers fell with Quake’s single-player game. 

You can download Quake II Test at www. 
gamespot.com. —Dan FiUpalrick 

GOT 3D? Even on 
a P20QfMMX, 
Quake II Test did- 
n’t run smoothly 
at 640x480 (1). 
Many gamers 
will have to 
reduce resolu- 
tion (2) or use a 
blur-inducing 30 
card (3). 


A SCARY SITE 

W e weren’t able to pay homage to Steve Gibson’s 

Web site last month in our Sin preview, but his rich 
fountain of Quake information definitely deserves a 
mention. Steve “Scary” Gibson is Ritual’s Webmaster, and in 
addition to maintaining the official Ritual Web site, also 
runs his Shuga Shack, which is updated daily with all man- 
ner of 3D action news, as well as a few irreverent and ftinny 
tidbite. Not only can you find the latest updates on Sin at 
his sit^ but even the developers at rival companies, such as 
ION Storm, Epic, and id, feed him information and screens 
about their games, if you haven’t checked out Scary’s site 
yet, head to www.rituai.com/news.shtml. ^Elliott Chin 




POSTAL 

Tired of fragging science-fiction and 
fantasy-style monsters in your action 
games? Frustrated that society frowns 
upon exercising the psychotic side of 
your personality? Postal may give you 
the anti-social thrill you are looking for. 
Taking its name from the actions of 
real-life homicidal letter carri- ' 
ers. Postal offers the visceral 
satisfaction of ruthlessly murder- 
ing police, vigilantes, and innocent 
bystanders. From an isometric per- 
spective, you navigate your enraged 
character through levels based on 
different locales in a small town, 


killing all "hostiles," While not provid- 
ing any real gameplay innovations, 
Postal's thrill comes from whom you 
kill, not how you kill them. 

-Malth&/ Schaefer 
Ripcord Games. (888) ?97-5867 
Witt BS/Maa CD-ROM 
Reader Service H: 305 


BLOOD 

Getting 

a transfusion f 
Interactive’s expansior 
provides a whole new 
lains, and new 

bad guys are more deadly, lobbing 
dynamite and wielding tesla can- 
nons. There are even priests who 
morph into gigantic werewolves. But 
don’t start disconnecting your IV tubes 
yet-this one has a few antibodies 
missing. The new weapons effects 
aren’t visually impressive and the new 
villains are just differently colored 
cullists with no other additions. If you 


love Blood, you'll get a kick out of if, 
but it's not exciting enough to trade in 
those two pints you’ve got stashed in 
the fridge.— Tahs/n Shamma 
GT Interactive (800) 469-5961 
PC CD-ROM 
Reader Service 4: 306 
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...WP 4: COURSE 121 AT 12000 PT ETA ltl8..CBANGE COURSE TO 140 LEVEL AT 10000 FT... 


Gun Jam: bandits, 6 o'clock high! 

HiTech: i'm done — bingo ammo 
GunJam: run low — i'll cover you home 

HiTech: roger that — p51 closing fast! 

GunJam: pull left! PULL LEFT! 

GunJam: HiTech!?! 



WWW. airwarrior.com 
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Simutronics’ CyberStrike 
2 Shoots The Gap 


in the Works > 


W hen the original CyberStrike made its debut 
on GEnie, an online service which experi- 
mented with many early online games, it 
ottered polygon-fill graphics and relatively nonstop 
action with a mod- 
icum of strategy. Its 
giant robots brought 
to bear plenty of action and mesmerized a hard-core 
group of adherents, but it didn’t set the world on fire. 
Unlike Multi-Player BahleTech, its closest competi- 
tion, it offered no rich game universe, no group loyal- 
ties (beyond color-based teams), and no persistent 
level of advancement. The graphics were crude (as 
were MPBT's) compared to the boxed games of the 
time, and no one thought it was revolutionary. It was 
a good game, but 



join ongoing clans and participate in full-blown cam- 
paigns, conquering the cyberlandscape city by city. 
Obviously, there is a strategic side to the game- 
every city has an economic value and that economic 
value can be transformed into new weapons, cyber- 
pods, and supporting forces. 

Fans of giant robot games will love the impressive 
variety of weapons available in CyberStrike 2. Mortars 
and cluster bombs will enable you to assault cyberpods 
who have 
retreated 
beyond your 
line ot sight. 
Detlective 
vYeapons will 
allow you to 
fire around 
corners. 
Tracking mis- 
siles will allow 
wealthy 
ClanLeaders 
to dispense 

with some enemies right oft the bat. Laying 
mines will enable you to create defensive 



GAME The 
3D terrain in 
CyberStrike 2 allows 
the advantageous use 
of multiple weapon 
types without losing 
frame rate. 


KNIGHT FIGHTER Your enemy’s cyber- 
pod has its shield up. but you have a . . .,-u 

vast arsenal with which to blow him to Perimeters. There are so many different tacti- 
shreds. cal options in CyberStrike 2 that I didn’t even 

pyrotechnics should not only compete nicely with begin to experience them all-even after spending an 
packaged games, but draw new gamers into the entire afternoon picking,. .er... researching the game at 

competitive world of online games. Now, players can Simutronics’ St. Louis headquarters.-Jotoy Wilson 



CH RACING WHEEL SYSTEM 

■Rie CH Racing Sj^tem combines the CH Racing 
Wheel with a set of smallish toot pedals. The 
wheel/pedal combo is built to CH’s sturdy standards. 
The real problem, though, is that the 
feel is much the same as the compa- 
ny’s joyslicks-light and quick. Therein 
lies the rub, because I want a steering 
wheel that requires some forca Also, while 
the CH Wheel auto-centers, it has a very 
weak spring, so you can't just let go of the 
wheel and expect it to spin to center instant- 
ly. The foot pedals also have a light, almost 
insubstantial feel. The low cost and reliabill^ 
will appeal lo many gamers, but i( you’re 


looking lor a more realistic driving experience, look 
to other products.-lpi^j' Case 
CH Products. (760) 598-2518 

PC Racing Wheel and Foot Pedals 

Reader Service §: 807 
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Spring 98 

Air Warrior III Kesmai/I-Magic 

3/98 

Asheron's Call Turbine/Microsoft y 
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Baltlezone Activision 

Early 98 
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Spring 98 
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Fighter Duel 2 Ocean ■ 

Spring 98 

Final Fantasy VII Squaresott 

4/98 

Freedom in the Galaxy A\^lon Hill . Fail 98 ^ 

Golgotha Crack.com 

Early 98 

Great Battles of Caesar interactive Magic 6/98 

Guardians: Agents of Justice MIcroProse 3/98 

j HalMife \^lve/S!erra 

3/98 .; 

i Hidden Wars Ronin 

2/98 

■ lA-1 0 Warthog interactive Magic 

Fall 98 • . 

! 1F-/A-1 8 Interactive Maqic 

4/98 

i Interstate 77 Activision • 
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5/98 
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6/98 
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Might & Magic VI New World/SDO 

Early 98 

Panzer Commander SSl 
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Populous: The Third Coming EA/Bullfrog Early 98 

Prey Apogee/3D Realms 

Late 98 

Quake II id Software 

Xmas 97 

Quest For Glory V Sierra 

Early 98 

Reach tor the Stars It Microsoft/ SSG 

Spring 98 

Redguard Sethesda 

Wm’' 

Return to Krondor 7th Uwel 

Spring 98 

Revolution Fenris Woll/GT interactive 

Late 98 

Semper Ft interactive Maqic 

2/98 

Skies SegaSoft yT ■ 

Mid 98 . 

SlmCity 3000 Maxis 

Spring 98 

_ Sin Activision • 

3/98 

Soldiers at War SSI 

3/98 

/ Squad Leader Big fime/Avaton Hill ' : 

Late 98 ' 

rstratego Hasbro 

Fall 98 

i Su-27 Flanker 2.0 SS! y 
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pTEX 3 DID 

1/98 

r Trespasser: Jurassic Park DreamWorks Early 98 

[ Ubfk Cryo 

2/98 

Ultimate Race Pro MicroProse ' • 

2/98 

Uprising Cyclone Studios 

Late 97 

WarBreeds Broderburid 

2/98Ti^ 

WarCrafI Adventures Blizzard 

4/98 

Warhammer 40K: Chaos Marines SSI 

6/98 

VVarhammer: Dark Omen EA 

3/98 

I Wizardry Vlll Sir-Tech 

Mid 98 ' 

f Xfire Sir-Tech 

2/98 
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TRf»«C:R:IPT MESSfiaE RECEIUED SSMT 16:42 ’47 flGROCOLONY RED ^CTOR PRIME 4 - 


Miller Did 

ijcrtj hear that? 

ORTESfl Yeah. . . 

there something back there .» = 


Mi 1 let-' Ortega. . » 

ORTESFI ! 
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Forget the box. 
Forget limits. 
Forget small. 


Brace vourseif for the future of games. 
Massive. Random. Forever changing. 

Populated by thousands. 
Real people. Real battles. Real adventures. 

This is the great unknown. 
This is GameStorm. 


Everything else is just practice. 




$g 95 a month — all ^mes 

first month froe CAMESfORM. 

www.gamestorin.com 
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Murphy's Law? 

World-weary Tex Goes From CD to DVD to the Big Screen 



A ccess Software’s latest Tex Murphy adventure game is 
about to hit store shelves, and as gamers leap forward to 
the middle of next century to help Tex with another inves- 
tigation, Access, loo, is embracing the 21st century-at least as 
far as technology goes. 

Gamers who purchase Tex Murphy: Oveiseer will find that 
they can choose to play the game using either four CD-ROMs or 
one DVD. Access is excited about the leap to DVD, believing it 
to be the best possible medi- 
um for their graphically 
heavy adventure games. 

Righl now, though, they are 
anxious to accommodate all 
users, until the full conver- 
sion to DVD occurs. 


Chris Jones, Executive VP 
and CFO of Access, (who 
also plays Tex Murphy in the 
game) says that the move to 
DVD was a natural one for 
Access. First, the company 
has always been on the 


cutting edge of technology and v/ants to slay that way, and sec- 
ond, Access believes that the path that DVD technology is tak- 
ing mirrors exactly what the company is striving to create in its 
games-a combination of “technology with artistry,” Jones 
believes that the new medium will allow Access to involve the 
audience at a level they’ve never been able to achieve before. 

Jones works closely with screenwriter Aaron Conners, who 
joined the Tex Murphy development team for Under a Killing 
Moon, and later wrote the novel that became The Pandora 
Directive. The two of them wanted to include elements of film 
noir, along with gritty, compelling characters, in the game. Both 
are quick to agree, though, that, first and foremost. Overseer is 
a game, not a movie Nonetheless, Access has managed to 
snag a Hollywood-caliber cast for Overseer, with Michael York 
(fresh from his Austin Powers success) heading up the list as a 
wheelchair-bound, billionaire recluse. 

The first of three new Tex Murphy adventures. Overseer takes 
place directly after The Pandora Directive, but the storyline-a 
recounting of the events leading up to Tex's first great case-is 
told in flashbacks by Tex to his "long-standing almost-girlfriend,” 
Cheisee. The story relates how Tex is hired by the beautiful 
Sylvia Linsky, his first client-later to become bis wife-to inves- 
tigate the apparent suicide of her father. 

Access has also revealed that a feature film of The Pandora 
Directive is in the works. Tentatively titled A Black Sun Ascending, 
the movie, adapted from Conners’ novel, will cross three genres, 
incorporating elements of science fiction, Rl. movies, and Indiana 
Jones-type adventures. Adrian Carr, who directed the last two Tex 
Murphy games, will also be directing the movie, so Access can 
rest assured that the character of Tex and the general atmosphere 
of the games will remain intact. Carr promises that the movie will 
focus upon elements that were overlooked in the book and that it 
will have a different ending. 

Look out for updates on the movie and on the next too Tex 
Murphy games over the next few months. -Charlotte Panther 




THE X-FOOLS 

Is it a government cover- 
up? An alien invasion? An 
insatiable need to cash in 
on The X-Files7 When 
you're talking about Parroty 
Interactive's new spoof, The 
X Fools, I’m afraid it's the latter. You play an 
agent trainee working with two ex-agents, Multy 
and Scudder, to uncover an alien plot that uses 
the X-Files show to control the world. The dialogue is usually 
funny (Scudder’s voice sounds a lot like Scully’s) and some 
of the Interactive bits are laughable (albeit groaners), but the 
game doesn't spoof the actual show enough, and focuses 
too much on generic conspiracy lore. It could have been bet- 
ter, Only for hard-core X-Philes.-Joe Vallina 
Parroty Interactive, (600) 910-2696 
Win/Mac CD-ROM 
Reader Service H: 309 


RED ALERT: THE AFTERMATH 

^ If you’ve pl^d Red Alirt ail the way through 

•^1^ 100 times, Westwood comes to your aid once 
W again with yet another mission pack for their 
^ megabit reat-time titia TiUed, appropriately 
enough. The Anumn, this expansion di^ not only adds 
another nine missions for both sides of the conflict, but also 


gives pickers seven new units with which to experiment in both 
single- and multiplayer battles. The new missions are well done, 
but perhaps not enough to justify the cost for solitary gamers, 
although this package is almost a must-have for Net gamers, 
given the new units and a cornucopia of new battlefields, includ- 
ing 25 giant-size maps. 
—Marlin E Cirulis 
Westwood Studios, 
(800)874-46(17 
PC CD-ROM 


Reader Service §: 



>HEmpfre Interactive 


recently announced that it has 
teamed up with master golfer 
Gary Player for Its latest golf 
game-aptly titled The Golf 
Pro. Gamers can choose to 
play as Gary Pl^er, or against 
him, and can receive golfing 
tips from the man himself. The 
Golf Pro will also feature an 
Innovative mouse control, 
Mousedrive, which Empire 
claims feels remarkably close 
to a real goif swing. 

Mousedrive allows pl^rs to 
make the widest range of shots 
with just a flick of the wrist, 
instead of using the traditional 
three-click method of swing 
control. The Golf Pro will offer 
three major game-play types- 
stroke play, match play, and 
Stableford-all of which can be 
played multiplayer (up to 32 
pliers) via network, modem, 
and Internet. Look out for a full 
sneak preview' of Golf Pro in 
next month’s CGVJ. 



Disney interactive 

recently made a decision to 
drop its OT Sports division, 
developers of the Mondw Night 
Football and Heroes of the 
Gridiron titles, Although two 
thirds of the OT Sports staff 
were laid off, General Manager 
Deborah Wiler confirmed that 
a skeleton crew has been 
retained to finish to Racing, 
which will be released in time 
tor the holiday season, and to 
provide support for MNF and 
GrioIron. According to Wahler, 
this move follows a decision by 
Disney to concentrate on its 
core market of Children’s and 
Edutainment software. Check 
out Dennis McCauley’s sports 
column in next month’s CGW 
for the full story. 





PLAYING LATELY 



Men in Black Hits 
the Small Screen 


t was inevitable: A summer sci-fi 
blockbuster starring Will Smith, 
and a game license was bound to 
follow. Last year, it was Fox's 
Independence Day. This year it’s 


In the Works > 


The Game, 

developed by Gigawatt Studios (formerly 
Chronic Entertainment) and brought to 
us by SoulhPeak Interactive. 

At least this game isn't just another 
piece ot FMV-filler-there's actually a 
game Intercut with comic-book style mon- 
tage scenes that tell the story. Gameplay Is 
similar to the classic Alone in the Dark or 
the recent Resident Evil, in that you control 
a character In the third-person perspective 


as you solve puzzles and engage in com- 
bat with a variety of enemies. In the first 
part of the game, you play Edwards (Will 
Smith’s character). You move about in the 
game world, gradually learning about the 
MiB and about a global conspiracy that 
serves as the game's main plot. As the 
game progresses, you can choose to con- 
tinue as Smith's character or become one 
of the other main players-Tommy Lee 
Jones’ Agent K or Linda Fiorentino’s char- 
acter, the first "Woman In Black." 

All In all. while the comic-book style 
montage is a bit strange, the gameplay is 
better than other movie-licensed games. 
Whether or not the final game will be 
more memorable than staring Into the red 
light remains to be seen.-Ttor/y Nguyen 


CGW Survey' 

Months on 
LaS Month Chari 


\ 1. Diablo (Blizzard/CUC) 


9 

1 2. Quake (id Software) 


13 

1 3. Civilization U (MicioProse) 


20 

j 4. Dungeon Keeper (BullFrog/EA) 

4 

2 

1 5. Red Alert (Westwood/Virgin) 

5 

10 

6. X-COM: Apocalypse (MicroProse) 

6 

2 

I 7. Duke Nukem 3D 


20 

1 8. Daggerfall (Bethesda) 


10 

' 9. Heroes 11; POL (New World Compuiingj 

7 

4 

10. Heroes II (new World Computing) 


9 


’ Check your mailbox: Wfe mail a suiv^ lo 1,500 randomly-chosen sub- 
scribers each month. The results of Playing Lately indicate what games 
■ readers are blowing the most time on. as opposed to the reader’s werall 
I “quality ranking” in the Top 100. 

PC Data Best-Sellers " 

Month 


; 1. Microsoft Flight Simulator 98 (Microsoft) 4 

i 2. Myst(Broderbund) 1 

\ 3. Star Trek: Starfleet Academy (Interplay) 
i 4. Dark Reign (Activision) 

' 5. Diablo (Blizzard/CUC)" 2 

; 6. NASCAR II (F^pyrus/CUC) 

I 7. Red Alert (Westwood/Virgin) 3 

j 8. Hexen II (Aclivision)_ 

9. Monopoly Multimedia (Hasbro Interactive) 5 

10. Links LS 1998 (Access) 9 


’* This list indicates what the top-selling PC games were, as calculated 
by PC Data, during September, 1997 


CO 


BYZANTINE: THE BETRAYAL 



The road to gaming tedium is paved with good intentions and, man alive, is 
Byzantine: The Betrayal full of good intentions. A Discovery Channel release, 
Byzantine aims to educate as well as entertain, couching its lessons in geogra- 
phy, history, and more in a traditional adventure game focusing on a mystery- 
filled hunt for an ancient diadem in Istanbul. While extensive tuil-motion video is 
good at capturing street life and landmarks, it feels as if the game is constantly 
interrupted by an average TV documentary. Lifeless acling, a 
limp plot, and an awkward and 
sluggish game engine further 
beleaguer this weti-inlentioned, 
but forgettable, efforl. 

-Robert Coffey 
Discovery Channel 
Multimedia, (800) 780-6044 
PC CD-ROM 
Reader Service k: 310 



MABESLAYER 

What can you s^ about Mageslayer 
except, "Hmm, I wonder what’s on TV?" 

Raven has basically given its Take No 
Prisoners a sloppy facelift by slapping on 
some half-baked fantasy elements. But 
with only one melee attack, halt a pocket- 
ful of spells, and a tiny menagerie of 
monsters, Mageslayer's limited gameplay quickly deteriorates into a 
dreary, repetitive exercise in carnage, despite the frequently hectic 
action. Traps and puzzles are similarly lacking originality, coughing up the same 
old crushing walls and moving platforms gamers have been dealing with for 
years. Even four character types and three multiplayer games can’t keep this 
game from being a ho-hum aMr.-Robert Colley 
GT Interactive, (800) 469-5961 
Win 95 CD-ROM 


Reader Service k: 311 
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InSTEHD, UJE'U BASE OUri 


THE nUntBEH OFOGULRR 
CRVITIE5, mETHOD DF L0t:iimOTlfin7nnD WHETHER DR HOT 
THEV HAVE HfTEXTEftnRL OR inTERnfil BREflTHinO flPPHRflTUS. 







TDOn POBTER 


OHITIE 







RgLpStMMST BROKEN . CATEGO,RIESj MUST BE erased. EMPERORS I 

; 1 MUST] BE OVERjrHROWN.THE status OUO'ivmsjr beIsPANKED- CONTENTMENT 

MUST BE ROUTINELY TAKEN OUTSIDE AND SMACKED UPSIDE THE HEAD. IT’S A 
DIRTY JOB SOMEBODY HAS TO DO rr. and we'RE all READY TO APPLY FOR THE POSITION. 

WE-iiE ION STORM, A BUNCH OF misfit, zealot FREAKS ik/HO TRIED TO REST ON | 1 

OUR PAST SUCCESSES BUT JUST DipN'T FIND IT COMFORTABLE. THERE WAS A GAP OUT THERE. 

A BIG FAT VOID' *ND WE WERE HELL-BENT ON FILLING IT. WE HAD ALL 

UVEO On THE EDGE, BUT WE WERE READY TO JUMP OFF. SO HERE WE ARE. NEW NAME. 

NEW IDENTITY. GAMES RATTLing their cages, WAITING TO BE LET 0 UT. 


JOHN ROMERO: LONG-ifAiRED SMART-ASS KNOWN FOR HIS Fast FERRARI AND his UNCANNY j 

ability TO SING THE THEME SONG to the spioerman cartqon REALLY, REALLY WELLj 
OH YEAH, there WAS also that doom AND OUAKe thing. i T 


HIS GAMES. HAS 


TOM HALL: A FUNNY. GUY WHO WANTS TO GET all TOUCHY-FEELY W1 


IDEA THAT COMPUTER gameS HAVE TO BE STUFFED FULL OF PERSDnauty; interesting characters 
INTERACTIVITY. IN A PAST LIFE, ^ 

HECO-CREAtedwolFENSTEIK3D, DOOMAND i‘> ;* 

RISE OF THE TRIAD, AND WAS ONE ,*f . .tii 3%- 

— OF THE ORIGINAL founders OF SOME » 

SMALL COMPANY EALLEO 10. 


PAINT MONKEY WHO gets into 

*nd animation. 

NOT TO mention a.' 

BUNCH of STUFF he; KEEPS 
UNDER HIS BED AND WON’T 
SHOW ANYBODY. 

! HIS job.dYsCRIPTION now 
SAYS iHE’S'lN — 


EVErYtHINGi ART, filmmakinbi 


.SO IF ANY ORYou ouT- 


ihere: 

anything even SUGHTLY 
low needs TO BE SUBMITTEb TO 
jji ' JERRY FOR HIS APPboval. 




BOB “POPULAR” WRIGHT: A TOKEN GRAV-HAIR 
GIVEN THE THLE Chief OPERAnNG 
OFFICER TO MAKE HIM FEEL IMPORTANT. 

f known THE OFFICE AS 

'THE FINISHER” AND AS “THE 
GUY Who GETS THINGS DONE.” 

MARKET. HUGE IN EUROPE. T 


iQ-wA^s TO revolutioni: 

Tn n Annv/i iTAnn ■/¥&■#*/ __ 


lATCHING?! 


CAT DADDY/UZARD KING/ cEo' 


>ON: MAfUnESL bastard WHO MADE IT 

POSSIBLE FOR ALL 

: TO BUY QUAKE AND A 
^ SLURPEE IN tHE SAME 

5 PUCE. RUMORED TO BE A 

P ■ ' ]■ presidential candidate 

^ i FOR THE 2000 

IMt t BUT NOf LIKELY TO LIVE 

MORE THAN ANOTHER YEAR; HE 

BELIEVES THAT ALL THE 
BEST PEOPLE DIE 

WHEN THEY'RE 27. 


TODD PORTEr; A MANDOLIN-PLAYING NATTY Go TYPE WHO 
THINKS GAMES SHOULD BE AS STYLISH AS HE IS. 

AROUND saying THINGS like “INTHEgamING INDUSTRY, 
fc-, THERE IS NO TOMORROW.” THEN TURNS AROUND AND DESIGNS 
ft THAT WAY. dangerous With A hammered 

w —^DULCIMER WHEN HE’s been out DRINKING. 


GOES 
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BELOW. SLEEP DOESN’T COME EASY 

IN ROOM 23. BUT FOR 19 YEAR-OLD 

Ray cooper, it has nothing to do 

WITH THE noise. AS HE SAYS, “IT’S 

BECAUSE EVERY TIME I CLOSE MY EYES, 


Top: The Second 
Coming, slated for 
this fall. Bottom: 
Preparing for her 
return. 


ALL I SEE IS LARA CROFT.” 
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FLIGHT UNLIMITED II IS SO REAUT’S UNREAL 


Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the 

Seaplane and experience something you can't with any other most hazardous, realistic weather conditions, 
flight sim — land on water. 


Test your skills attempting to evade a pair of F'l6s that are 
trying to blast your butt out of restricted airspace. 


Take off and land from any one of 48 different Bay Area 
airports. 


Flight Unlimited 11 immerses you in the 
sheer thrill of flying like nothing you’ve 
ever experienced. Pull mind-bending G's in 
your quicksilver P 51 -D Mustang. Play chicken 
with F-l 6 s. Get on the horn with Air Traffic 
Control as you pick your way through skies 
filled with aircraft. Hurtle underthe Golden 
Gate Bridge and around the TransAmerica 
tower. With Flight Unlimited 11, you're not 
just flying, you're rea//y flying. 


eipos 

www.e1dosinteract1ve.com 






Ultima Online Unleashed 


Despite Its Many Problems, 
Lord British Says All Is Well 
In His Online Kingdom 


A fter years of anticipation and 
hype, Ultima Online, Origin's 
long-awaited Internet-only 
RPG, was officially released to the 
gaming community on September 
24, And, as anticipated, it has 
caused quite a stir-though not a 
uniformly positive one. 

After forking over their $60, plus 
$9.95 a month to connect, early 
adventurers in the Ultima Online world 
have bombarded the internet news- 
groups complaining of a host of frus- 
trating problems (experienced by 
CGW staffers, as well), including serv- 
er crashes, slow lag-times, overcrowd- 
ed environments, lack of direction or 
objectives, poor NPC interaction, lack 
of a decent printed manual, and 
more-leading to cries that the game 
was released before it was ready. 

Ultima uber-lord Richard Garriott 
(Lord British} remains mostly unre- 
pentant about the game’s release, 
and displays great optimism about 
its continued future and viability. 

“We’re confident that we released 
it at the right 
time," says 
Garriott. “We 
thought about it 
very hard on a 
weekly basis, with 
much debate, and 
it was unanimous 
across the team 
that now was the 
time." 


Garriott says that though they were 
well aware of problems when they 
chose to shrinkwrap the game, the 
public beta tests were simply not help- 
ing the team achieve any kind of real 
pl^-balance. 

"We felt that we 
were in a hold- 
ing pattern, and 
that the only way 
to really balance 
the game was to 
let people in and 
play it," he adds. 

According to 
Garriott, the 
game’s biggest 
problem is that 
there has been 
far greater 
demand for it 


than anyone anticipated, which is over- 
whelming the team and the servers. 

Because of what was perceived as 
a prohibitive Internet requirement, 
early expectations put sales at around 
25,000 copies, but by this summer, 
after gauging vendor interest and pre- 
orders, the number had swelled to 
over 150,000. 

Says Garriott, “This had a pro- 
found impact on the development 
team," as it meant they had to 
rescale the game to meet the new 
expectations. 

“Originally, we were going to run 
the world from here at Origin, with 
one server set and a couple T1 lines. 
Just a few weeks before the release, 
though, we realized that we needed 
three server sets, which proved 
insufficient even in the first week. 


Now [as of October 27] we have 
seven servers, and we’ll soon have 
10 to 15," says Garriott 

Garriott argues that these kind of 
numbers actually point to the 
game’s success, “We’ve had 10,000 
new users a week since day one," he 
says. And the “Average amount of 
play time is four to six hours every 
day per person. Sure there are peo- 
ple bitching, but there are a lot more 
people having a great lime." 

Regarding bugs, server crashes, 
and game balancing issues. Lord 
British has this to say: “People have 
to understand that this is a gigantic, 
grand experiment, with Ions of new 
code, a new lype of code, running 
around the world across a number 
of large servers. [Game balancing 
and bugs] will be issues forever, 
since we intend to add features for- 
ever. We have to educate people that 
It will always be this way. Our altitude 
that everyone must be happy a! 
every moment is changing. There 
are lots of people who get what 
we’re doing and are having a great, 
great time, and that’s who we’re 
making this game tor. If you don’t 
get it, well, we hope we catch you 
the next time around." 

So, is Lord British worried about 
his longtime, ambitious project? “I’d 
be worried if there was this much 
complaining and the game was not 
selling-then I’d feel we were doing 
something horribly wrong. People 
are finding many valid things to 
complain about, but we’re working 
to fix them as fast as we can. We 
want this to be a journey that we all 
take together." -Jeff Green 


u 

We're confident that we released UOL at the right time. 
We thought about it very hard, and it was unanimous 
across the team that now was the time. 
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THE FUTURE 

NOW. 



and the Lockheed Martin Wind 
Corrected Munitions Dispenser. 


FIRST-EVER - To feature the 
two prototypes for the Pentagon's 
new Joint Strike Fighter: Boeings' 
X-32 and Lockheed Martins ' X-35 
Jet fighters. 


FIRST-EVER - To modei 
over 10 million square miles of 
beautifully rendered terrain - the 
largest and most realistic terrain 
ever seen in a. flight simulator. ■ 

FIRST-EVER - To 

feature the revolutionary ISF™ 
graphics in 16-bit color with no 
pixellation (and without 
sacrificing frame rate). 


LOOK! 

NO POLYGONS 



JSF is the first-ever simulation of the 


Pentagon 's next generation jet lighter 


scheduled lor launch in the year 2010. 


In it. Eidos is launching its own 


futuristic graphics technology, called 


ISF". The breakthrough ISF 3D-engine 


draws terrain Infinitely into the distance. 


immersing the pilot with an unlimited 


view into the horizon. 


The first time an engine 


moves this fast and is just 


as detailed at 100 feet as 


PC Gamer 


5D00 fei 
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^ex or ventilate 55 contrary denizens including 
Ores, Dragons, Mummies and Zombies. 


p/lay online with up to 4 mutually 
demented peers (pc version only). 






/Send enemies off in a Dragon’s bile 
blaze of gory 3-D detail. 

flatter your way through 10 torturous levels 
of mazes, corridors, dungeons, and traps. 
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You’ve. been warned. 
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L ast month, in our Monster Buyer's Guide, we gave you our top 
100 picks for the games we thought wouid ship fay Christmas. 
Well, for those of you stiii doing last minute shopping, or for 
those holding out to see if that long-awaited game makes it into Santa's 

Action 

Jedi Knight 

Abe’s Oddysee 
Interstate '76 
Hexen II 

Shadows of the Empire 
Quake II 
Tomb Raider II 
G Police 
Croc 

Nightmare Creatures 


sack, here’s an updated checklist of the products that had shipped at 
press time. We’ve also included, in italics, a list of the games that had 
not yet shipped, but were still on schedule to hit store shelves before 
the big day. Lists are ranked in order of preference. 



Sports ■ 



NBA Live 98 ■ 

NHL 98 

Baseball Mogul « 

Microsoft CART Precision Racing 

Links LS 1998 Edition a 

BF Jack Nicklaus 4 

Madden NFL 98 g 

Bl S\ 1 Championship: International 

ABC Sports College Football: b 

W" utt-Koad Racing 

Heroes of the Gridiron 

NBA Action 98 

simulation 

Wargames 


Adventure/RPGs 



Fallout 

Blade Runner 
Zork Grand Inquisitor 
Curse of Monkey Island 
Twinsen’s Odyssey 
The Last Express 
Dark Earth 

Hellfire (expansion for Diablo) 
Broken Sword: The Smoking Mirror 


Classic/Puzzles _ 

Smart Games Challenge #2 

Lose Your Marbles 
You Don’t Know Jack 3 
You Don’t Know Jack TV 
Pictionary 

Monopoly: Star Wars Edition 

Boggle 

Microsoft 

Entertainment Pack: 

Puzzle Collection 
Chessmaster 5500 
Smart Games Word 
Puzzles 
Bookup 


Longbow 2 

Jane’s 688(1) Hunter/Killer 

Sabre Ace: Conflict Over Korea 
Pro Pilot 
Armored Fist 2 
F/A-18: Korea 
Flight Unlimited II 
Flying Nightmares 2 
Red Baron II 
Jetfighter III: 

Platinum Edition 



Space Sims 

Wing Commander; Prophecy 
Heavy Gear 

Starfleet Academy 

Forced Alliance 




Strategy 

Total Annihilation 

Age of Empires 
Dungeon Keeper 
Dark Reign 
Red Alert Expansion Packs: 
Aftermath and Counterstrike 
Warlords III 


Panzer General II 

East Front 
Achtung! Spitfire 
Sid Meier’s Gettysburg 
Close Combat II 
Aide de Camp 2.0 
Great Battles of Hannibal 
Tigers on the Prowl 2.0 
Prelude to Waterloo 
Civil War Generals 





Hardware - 

Diamond Viper 330 

Cambridge PC Works 
Saitek X36125 
Microsoft Sidewinder 
Force Feedback Pro 
Plextor12/20PleX 
Diamond Stealth II 

3Com ImpactlQ External ISDN Modem 
Canopus Pure 3D 
Hitachi Superscan Elite 751 
19-inch Monitor 
ThrusIMaster Rage 3D 


Pax Imperia: Eminent Domain 
Incubation 
Netstorm 
7th Legion 
StarCrafl 
Myth 

Magic the Gathering: Duels of the Planeswalkefs 





The ground trembles... 
Flames erupt... Smoke 
and nitro fill the air... 


In eight seconds, your 
machine swallows 
the strip whole: 

a blurred quarter mile 
of screaming speed 
and the smell of 
burning rubber! 




-f-crcf rcrrcra — 

• 20 unique cars on 20 unique tracks. 

• Dozens of customizable components to tweak. 

• 32 telemetry and lime card data points are 
recorded to analyze your performance. 

• Accurate physics including realistic engine 
model, suspension, tires and collisions. 

• Replay and save your best races and crashes. 

• Compete in a single race, event, or endure an 
entire season. 

Mulli-player support over modem and LAN. 
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MicroProse; Back In Action 


>**Conlinued Irom pg41 




Magic the Gathering, a host of mi cards, and Maiia 
Link. Mana Link will allow players to hook up over the 
Internet on the official Magic the Gathering site, 
www.gathering.net. There, they can chat and 
challenge players to online duels. Duels of the 
Planeswalkers will be available by Christmas. 

Among the other games showcased by 
MicroProse v/ere its Star Trek titles, which include 
two first-person action games using the Unreal 
engine-FiRST Contact and Klingon Honor Guard— 
and a new turn-based strategy game, Birth of the 
Federation, which is like a Star Trek Master of Orion. 
Birth of the Federation allows you to take the reigns 


of five of Star Trek's premier races-Federation, 
Klingon, Romulan, Ferengi, and Cardassian-and 
take them from prewarp times to control of the 
galaxy. In addition to fighting and dealing with your 
neighbors, you’ll also have to contend with the Borg, 
who will appear from time to time to terrorize the 
inhabitants of the galaxy. First Contact is a late 1997 
release, v;hile Klingon and Federation are slated for 
mid-1998 releases. Look for a preview of these Star 
Trek games in an upcoming issue of CGW. 

The other movie license MicroProse has is 
Starship Troopers. The game currently on display at 
MicroProse is reminiscent of MechWarrior 2. You 


run around 3D terrain in a pov/ersuit, but you’re 
blasting insectoid aliens instead of mechs. Starship 
Troopers will feature small tactical control of squad- 
mates, as well as a deathmatch mode for over 20 
players. The game is listed as a Spring 1998 reiease. 

Other games on show included Falcon 4.0, the 
revolutionary sim that is this month's cover story; X- 
Cow Interceptor, which is a 3D space sim that fakes 
place in the X-Com universe prior to Apocalypse; 
Worms 2, a funny and irreverent game of dueling, 
armed worms that is a cross between Lemmings and 
Cannon Fodder; Agent of Justice, the X-COM-iike 
superhero game that MicroProse says will ship by 
spring; and MechCommander, the real-time game 
based in the Battletech universe. Most of these latter 
titles are all slated for spring 1998, at the earliest. 

So, while MicroProse has been quiet lately, the 
news is good lor strategy and sim fans, as fhe com- 
pany is hard at work on bringing back big names, 
such as Civ, Falcon, Magic, and Star Trek to the gam- 


ing community -Elliott Chin 



no longer 
3D iron 
:s in 

READ.ME, but if you 
turn to page 194 
you’ll find it in its new home at the 
beginning of the hardware section. 
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“The Golf Pro could genuinely 
revolutionize the way you look at all 
those three-click games " PC GAMES 


And the rest oh the score? Exiensive 
TV-St,yle commentary, full Internet 

PI/AY AND CHAMPIONSHIPS FOR UP TO 32 
^'golfers, 18 PRIVATE LESSONS FROM 

Gary Player, 36 compelling holes of 
golf on Hilton Head National, 
South Carolina and St Mellion 
International, Cornwall, England. 
Intelligent handicapping and a range 

OF COMPEI'ITIONS. 

..5, ^ 


“The Golf Pro is the first sim to truly 
challenge the current thinking in this 
genre - and it has the potential to 
make a real impact” PC GAMES 


A low drive into the windi 
A fade with a six-iron round 
a tree? An explosion shot 
from a deep pot hiinkeri 
Yoit have the technology. 

Seiioiis control. 
Serious golf. 

It feels perfect. 

And it looks perfect too. 

Plowing terrain, 
surveyed to the last inch. 

Pine textures down 
the rolling fairway to the 
contoured green. 

The hunkers raked, and 
20,000 frames of animation 
put you in the correct stance 
even in the most awkward lie. 

Unique features. 
Uniquely realistic. 


Feel the club through your fingertii’s. Your mouse is 

POISED TO ADDRESS THE BALL. A SUBTLE OPENING OF YOUR 
WRIST ANCLES THE CLUBFACE. SWEEP THE .MOUSE BACK, THEN 
FORWARD IN ONE ELEGANT MOTION. A SMOOTH AND RHYTHMIC 
SWING, FULL OF POWER ic CONTROL. TrUE CONTACT. MoUSE ON BALL. 


THE 


AVAILABLE ON 




empire 


EMPIRE INTERACTIVE U.S. TELEPHONE NO: 1800 2J6 9706 WEIiSITF. : littp://www. empire - us. con: 
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The thrill of piloting the world's 

MOST DANGEROUS COMBAT HELICOPTER COMES 

TO LIFE. Longbow 2 draws you into 
THE WORLD OF DEADLY MISSIONS WITH 3D 
GRAPHICS THAT WILL BLOW YOUR HIND, 

From the cockpit^ lock your hellfires 
ON A line of tanks and blow them away 

WITH THE PUSH OF A BUTTON, YOUR BUDDY 

IN THE Kiowa is going in for recon. 
That explosion you saw was the 
Black Hawk door gunner wasting an 

enemy SUPPLY BATTALION, EVERY MISSION 
IS DIFFERENT^ BUT ONE THING NEVER 
CHANGES - YOU'RE SWEATING BULLETS 
BECAUSE THIS IS REAL WAR, 












iNteractivg episodes, all digital. 

Judgment Rites, and Star Trek 25th Anniversary, comes •. XCTUAL QAME PLAf' 
the amazing' digital adventure based on the original series. SCREENSHOTS 










y 

Explosive New Story Written By D.C. Fontana 


Incredible digital, technology recaptures the 
characters as they appeared 30 years ago 


“Bottom line, Secret of Vulcan Fury is set to 
become the Ultimate Star Trek game ever”. . 

-Adrenaline Vault 


Uncover The Shocking Secrets Behind 
The Original Vulcah/Romulan Conflict 


“Interplay’s attention to graphic detail has 
resulted in a stunningly lifelike synthetic revival 
of the classic Star Trek players.” 

-PC Gamer 


HYC.\.'1KKS.TOI< 

WWW.IISTeRPLAY.COM 


STAR TREK: SECRET OF VULCAN FURY: Software ©1997 Interplay PrQducljpns. All rights reserved. Interplay, Interplay Logo, JyGamers. 

Fdr Gamer5.,.Tril}al Dreams and the Tribal Dreams logo are trademarks o^t Interplay Producb'ons. All rights resetved. Trademark and 
©1997 Paramount Pictures. All rights reserved.'S'tar Trek, and related maFks<ere ifie property of F^ramount Pictures. All rights reserved. 

All other copyrights and trademarks are the property of their respective owners. • ’ 


^ A “One-Click" Interface Offers 
Immersive, Fast-Paced Action 


CIRCLE READER SERVICE #149 









Your Best Source for the Hottest Games in Development 


POPULOUS; 
THE THIRO COMING 


Highlight of the Gods 

Populous: The Third Coming Has What It Takes to Be a Religious Experience 


by Scott A. May 


ime sure does fly when you’re 
busy ruling the universe. 
Populous; The Third Coming, the 
long-awaited, third installment in 
Bullfrog’s breakthrough fran- 
chise, is finally nearing comple- 
tion. And not a moment too 
soon. While veteran gamers grow misty-eyed 
just thinking about the beloved original, a new 
generation of players is clueless to the whole 
phenomenon. For those unfortunate souls, 
here’s a brief history lesson. 

POPULOUS 101 

Originally released in 1989 and since ported 
to 20 different formats, Populous sold more 
than three million copies worldwide and 
launched the career of then-fledgling British 
developer Bullfrog. The title also introduced a 


brand-new gaming genre: the god-sim. Its 
premise, both simple and ingeniously clever, 
cast players in the role of gods, nurturing a 
primitive race of mere mortals. As gods, gamers 
could raise or lower land, and trigger earth- 
quakes, floods, and volcanoes, all with a single 
click of their mighty mouse. 

Lead by programming virtuoso Peter 
Molyneux, Bullfrog followed the success of 
Populous with PowerMonger, arguably the fore- 
runner of today's real-time multiplayer strategy 
games. A year later, Populous II: Trials of the 
Olympian Gods appeared. It attempted to merge 
the best elements of the two previous titles. 
Despite strong sales, neither game captured the 
imaginative qualities of the original Populous. 

In recent years. Bullfrog has emerged as one 
of the leaders in cutting-edge game design, 
with titles such as Syndicate, Magic Carpet, and 


Dungeon Keeper. Molyneux recently split with 
the company to form LionHead with Steve 
Jackson. Does this mean an end to the Bullfrog 
we know and love? Not hardly. 

Populous: The Third Coming, the first Bullfrog 
game since Molyneux’s departure, promises to 
recapture the flavor and simple purity that made 
the original such a ground-breaking hit. 

THEOLOGICALLY SPEAKING 

In The Third Coming, gamers are cast in the role 
of gods, each competing for control of a planet. 
Your alter ego on this mortal col! is the Shaman, a 
spiritual leader through whom you cast all spells. 
Upon entering the world, the Shaman creates a 
Reincarnation Site. This stone circle provides magi- 
cal powers and cannot be destroyed. Elsewhere, a 
rival god’s Shaman has created a simitar structure. 
The race for world conquest has begun. 
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GOD-GIVEN POWERS 

Sounds good? We 
haven’t even explored the 
realm of spell-casting yet. 

Unlike those in the origi- 
nal game, gods here 
can’t simply cast spells 
on a whim. Instead, you 
must channel spells 
through the Shaman, so she needs to be carefully 
maneuvered to within spell range and then guarded 
well. Besides incantations to raise or lower land mass- 
es, her spell repertoire includes Burn (for destroying 
your enemy’s wood resources). Blast (for nuking all 


1. BEACHFRONT PROPERTY This section of 
coast was originally a rocky cliff, but it was 
leveled by the Shaman to create a strategic 
port of call. 

2. JOIN OR DIE Ybu’ll convert tribes of 
Wildmen to your cause, but beware enemy 
troops ready to die to prevent the diluting of 
their faith. 

3. TOOTH AND CLAW Combat is a given 
when you're battling far religious supremacy, 
but early battles will be hand-to-hand until 
magic and training Improve. 

4. BOAT PEOPLE You’ll appreciate just how 
faithfully Bullfrog reproduces the feeling of our 
own planet's vastness when you travel around 
in the boats or balloons. 


enemies within a certain radius), Lightning 
Bolt, Volcano, Earthquake, Whirlwind, 
Erosion, Piague, Firestorm, invisibility. 

Hypnotism, Ghost 
Army, and Angei 
of Death. 

Speils don’t 
come cheap, how- 
ever. Each speii 
costs a specific 
amount of Mana, 
the game's spiritu- 
ai currency, and 
you obtain Mana 
oniy by converting 
Wiidmen and 
keeping your peo- 
ple busy and 
happy. Shouid 
your Shaman die, 
she can be reborn 


Wiidmen aiso popuiale this world. In their primitive 
state, they are simple pagans found roaming about the 
iandscape, drinking from streams and eating fruit from 
trees. Your first task is to send the Shaman into a 
trance. Whiie in this state, she converts Wiidmen into 
Braves-devoted foiiowers of your cause. You can then 
use Braves to gather wood, construct houses, guard 
bases, and fight rival factions. 

You can also create special training facilities to turn 
Braves into new characters, including Disciples and 
Warriors. Discipies can be sent to mingle among 
enemy ranks and preach to their Braves, distracting 
them from their work and (you hope) converting them 
to your cause. Warriors behave iike Braves, but are 
much stronger in battle, Untii weapons technology 
evolves, all battles are fought hand-to-hand. 

Another vital character class is the Super Warrior, 
who has the abiiity to hurl magical fireballs at the 
enemy. The most intriguing character, however, is the 
Infiltrator. Trained in the art of subversion, he can dis- 
guise himseif as a native of an enemy camp and spy 
inside the settlement. From there he can report on the 
enemy’s forces and building advancements, infiltrators 
can also be ordered to dismantle enemy buildings and 
burn wood suppiies. 

RELIGIOUS FOUNDATION 

The game features a wide variety of buiiding types 
that fali into three categories; training, construction, 
and defense. Much of the game’s early strategy 
involves completing training exercises whiie avoiding 
attacks from rivai tribes, if you are interrupted (to 
defend your homestead, for example), you must start 
training again from scratch. To minimize enemy intru- 
sion, construct your buildings near impassabie terrain 
(water, steep cliffs) or behind man-made waiis. 

Much of the iand separating your tribe from others 




vehicles are 
at your dis- 
posal, you 
wiil delight in 
discovering 
the size and 
scope of the 
Populous 
game world. 


(both enemy and uncommitted 
Wiidmen) is impassabie. To expand 
beyond your borders and convert new 
tribes of Wiidmen, you need to cross 
the mountains, oceans, and rivers 
biocking you from the rest of the 
worid. Braves can help in that respect 
by buiiding boats for navigating bod- 
ies of water and baiioons for crossing 
the mountain 



NOT JUST GETTYSBURG. 
NOT JUST SHILOH. 

THE WHOLE CIVI L 

WAR 



GRANT ‘ LEE • SHERMAN 


CIVILWAR 


r I 


Sequel to the best selling Civil War game of 1996 





Don’t settle for a slice 


of history when you can have 


the whole bloody cake. 


The battle begun with the best- 


selling Robert E. Lee: Civil War 
General continues with 40 
authentic battles. Rally the troops 
and take command as you rewrite 
history with Civil War Generals 2: 

Grant, Lee, Sherman. 

POWERFUL MAP EDITOR 


Types 

-New Features: 

• Fight in Eastern or Western 
battle theaters as Union or 
Confederate. 

• Map Editor allows you to chal- 
lenge opponents on your own 
customized battlefields. 

• Command your troops in an 
overhead view or zoom in for 
close-up detail. 

• New reenactment film footage 
from Jay Wertz. 

• Even more artwork from Mort 
Kunstler. 


• New unit types include siege 
mortars, horse artillery, frigates 
and gunboats. 


• New terrain includes forts, 
walls, swamps, water, major 
roads and coastline. 


• Head-to-head 
play via 
LAN, Internet 
and e-mail. 

• Battle for FREE 
on Sierra’s 
Internet gaming 
system. 


Impressions 



SIERRA® 
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POPULOUS: THE THIRD COIVlING 


at the Reincarnation Site, though at a high cost to Mana. if no 
followers exist at the time of her death, the game is over. When 
the enemy is completely wiped out or converted to your side, the 
Shaman enters a special portal, which transports her to another 
world to conquer. 

WHAT RENDERS A WORLD? 

Graphically, the game is spectacular, playable in 10 different 
resolutions, from 320x200 to 1280x1024, although you'll need 
an oversized monitor and a surgeon’s eyesight to appreciate the 
latter. Whereas the first two games in the series featured a three- 
quarter isometric view of flat terrain maps. Pop 3 otters full, 
spherical rotation of its 3D game world, spun along multiple 
axes. As players shift locations on the globe, mountains, valleys, 
oceans, and inlets unfold in 3D topographic glory, along a 
curved horizon line. Bullfrog used this same technique in Magic 
Carpet, but here the textures and colors are much more vibrant 
and-nearly-photorealistic. 

Pop 3 features a series ot icon bars on the left and bottom of 
the screen with which you cast spells, issue commands, con- 
struct buildings, and track your characters’ activities. A scanner 
in the bottom-left corner provides a quick overview of the planet. 
Although most of the game is played from slightly above ground 
level, you can also switch to god-view, which provides a fully 
playable global perspective. Gamers can use this view in the final 
version to plot long-range strategies, especially when equipped 
with boat or balloon travel. 

As of this writing, Pop 3 doesn’t support 3D accelerated video 
cards, although it does employ DirectX components for sound 
and multiplayer games. Up to tour gods can duke it out using 
modem, LAN, or TCP/IP connections. One of the game’s best 
features, however, is the computer intelligence model used in 
single-player mode. It's so good, in tact, that lead programmer 
Alan Wright touts Pop 3’s computer At as the project’s crowning 
achievement. The At was designed to incorporate the same vari- 
ety of play strategies I 

found in human multi- j 


The Gods Must 
Be Vengeful 

B lame it on centuries of human misery, but the gods 
that created us— or vice versa — are not a happy lot. 
Faced with the two-fisted powers of salvation and 
retribution, lowly humans must either go with the flow or be 
drowned in a flood of vengeance. Free-will simply will not 
be tolerated. 

What’s this? Theology in a computer game? 

Outwardly, Populous: The Third Coming skirts the issue of 
religion, but you can bet your pagan deity it’s there, and it’s 
not shown in tiie most favorable light. The game’s basic 
premise follovirs the fundamental nature of the human 
species: Join us or die. Believe what we believe or die. 
Convert to our way of life or die. Not much of a choice. 

Are gods, by their very nature, vengeful? Why do they 
create life, only to extenninate it? While it’s doubtful that 
players of Bullfrog’s latest masterpiece will find divine 
insight, they are unconsciously dabbling in the meaning of 
life: Destroy all who are not like you. It’s inescapable. It’s in 
your nature as a god. Left unattended, the lifeforms in Pop 3 
might starve or freeze or become bored to death, but they 
won’t intrinsically create weapons or lunge at each other’s 
throats. It’s up to us gods to command them to act, well, 
more human. 

Sounds outrageous, but think about it. Nearly all actlon- 
and strategy-oriented computer games involve violence and 
killing. And in each on^ the player is a god, because he con- 
trols the process of creation, destruction, and eventual 
absorption of his enemies. We justify this, of course, by 
labeling the other side as evil. And the only way good can 
defeat evil is by scratching, clawing, or blasting evii to 
smithereens. Pop 3 simply devolves these actions down to 
their most primitive level. 

Would anyone buy Pop 3 if the object of the game were to 
foster a harmonious civilization that worships you, the god- 
like player? Not bloody likely. No more than they would buy a 
dungeon exploration game without monsters to slay, or a 

space game without 
hostile aliens. As 
gods, we need mur- 



player games, in order to 
provide the utmost chal- 
lenge for solo gamers. 

Overall, Populous: The 
Third Coming has all the 
ingredients to become 
Bullfrog’s biggest hit to 
date. We’ll see if that 
proves out when it 
releases in early 1998, 
but given its source of 
inspiration and the tal- 
ented gods who created 
it, its success really 
wouldn’t be much of a 
surprise at all % 



CONGREGATION Religion isn't all it’s cracked up to be in Pop 3. Those with 
faith are good guys. Pagans aie evil. At least that's the message here. 


der and mayhem. 

The bottom line, 
for computer gaming 
gods, is that it’s 
more fun to kill than 
create. It’s more 
challenging to wipe 
out civilizations than 
to build them. 

Because of this. 
Populous: The Third 
Coming might be the 
ultimate reflectian 
of life, in all its pri- 
mal glory. But don’t 
feel bad— it’s in our 
nature. 
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JOURNEYMAN PROJECT 3: LEGACY OF TIME 




Time Travelogue 

There's More Time-travel Magic in Journeyman Project 3 

by Terry Coleman 


I have a confession to make, i didn’t 
much like MvsT-though I did grudg- 
ingly respect it as a form of art-and I 
like the dozens of bastard children 
Myst has sired even less. The original 
at least had a certain Twilight Zone 
quality to make up for its lapses in 
plot, its predictability, and its empty, sometimes 
barren, environment. Most MYSi-clones lack in 
atmosphere (and basic coherency) almost as 
much as they do in characters with which you 
might converse. 

It’s only fair to point out that there are two 
sides to every story, even mine. You see, much 
as I hate to admit it, there's one MYsr-alike I truly 
enjoyed: Buried in Time, the second of the 
Journeyman Project series from Presto Studios. I 
wanted to loathe that game just as I did the first 
overhyped and overacted Journeyman Project, 
but f couldn’t. It was too nicely constructed, too 
gorgeous, and well.. .it was actually fun. 


Now, two years later. Presto seems ready to 
pull another rabbit out of its magic hat. 
Journeyman Project 3: Legacy of Time is bigger, 
more mysterious, and much more beautiful 
than any previous PC time-travel trip. And, 
irony of ironies, this well-traveled Journeyman 
will be released this time around by the pub- 
lisher of Myst itself. Red Orb. I’m really wor- 
ried. Could I possibly be forced to admit a 
fondness for two Myst clones? 

TIMING IS EVERYTHING 

While time travel Is a sci-fi staple, its uses for 
both plot and characterization have varied wide- 
ly over the past century. Legacy of Time tries to 
position Itself squarely between the social com- 
mentary of H.G. Wells' The Time Machine and 
the crowd-pleasing frivolity of Robert Zemeckis’ 
Back to the Future. In reality, the game is clos- 
est to Poul Anderson’s Time Patrol novels, 
which Is not at all a bad thing. 


As in Buried in Time, here you portray 
Temporal Agent Gage Blackwood, whose dash- 
ing, handsome brand of heroism fails to hide 
his ignorance of the majority of events from the 
previous game. The confused Gage is hardly to 
blame; after completing his mission. Gage was 
bralnwiped. This is, admittedly, a novel way to 
ensure that any Legacy gamer unfamiliar with 
Buried in Time will be on an even footing with 
veterans of the series. Still, such treatment of 
heroes-especlally one who overcomes being 
framed, then manages to preserve the proper 
flow of history— can hardly give you confidence 
in this particular scl-fl future. 

If this isn’t bad enough, you find that the 
Temporai Security Agency is being shut down 
while the government Investigates a danger 
from beyond the solar system. Just when you 
begin to contemplate a respite from 24lh- 
century sitcoms and processed soy/meat 
products, what couid possibly be sighted but a 
temporal rift? 

But what can you do? Your timesuit’s power 
coil Is under government control along with all 
the othersi There’s no time to cut through the 
red tape, but luckily, your head technical officer 
is as much a maverick as CGW/'s. He sneaks 
you into a hidden alcove, straps you into the 
top-secret Chameleon timesuit (while he gives 
you a quick tour of the interface), and losses 
you into the temporai breach. 

MY OWN PRIVATE EL DORADO 

The source of the temporai rift is none other 
than your old nemesis, the beautiful and deadly 
Agent 3, still at large after Buried in Time. She 
leads you on a wild chase through the past, 
where you see the fabled cities of Atlantis, El 
Dorado, and Shangri-U. The problem is, all of 
these mythic lands have been destroyed. And 
what’s more, they have been left without a 
single survivor. 
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I Your trusty Chameleon timesuit lets you store 

images from different time eras, so you can disguise 
yourself as a native. This is important, because unlike 
most MYST-alikes, Journeyman 3 actually has nonplayer 
characters. 

2 Arthur returns as your Artificial Intelligence side* 
kick. While he is, if anything, more annoying than in 
Buried in Time, Arthur is infoimative and a great source of 
hints. Plus, you can control the number of comments that 
he makes. 

3 For all its visual style. Journeyman 3 still carries 
some traditional adventure-game baggage. At least 
when you bring up your inventory by clicking here, it 
looks as though you’re accessing data from inside a 
timesult. 

4 The view from tiie inside of your timesuit is similar 
to viewing a movie in wide-screen, or “letterbox” 
format. Sure, it’s a little corny, but it’s a visual metaphor 
that we’re all familiar with — and It works well here. 

5 This bar, inactive now, is your interface with the 
timestream. While it’s really just a fency pull-down 
menu, it looks neat, and it is simple to use. 

6 Puzzles in Journeyman 3 are varied: Unlike those in 
most MYST-alikes, however, almost all of these puz- 
zles derive from tiie plot. Here, you must repair the rope 
and get aboard the hot-air balloon above. 

7 Terrain is more than just pretty pictures. Looking 
directly into the sun or walking through the vol- 
cano’s mist will obscure your vision. 

8 Your Chameleon timesuit won’t shield you from some 
horrific sights: in tills case, scattered debris that 
comprises the remains of tiie beautiful, mythical city of El 
Dorado. 


As in any good sci-fi mystery, the 
questions begin to pile up. What news 
could be so terrible that Agent 3 would 
turn herself in to share it? Who was that 
mysterious man fleeing the destruction 
of Atlantis? Were those truly spaceships 
belonging to your alien allies, the 
Cyrollans, that you saw firing on the 
temples at Shangri-La? Why, with all of 
(his going on, is the Earth’s government 
willing to shut down the Temporal 
Security Agency? 

Since the beta is almost totally com- 
plete, I could give you all the answers. 
But that would be even more cruel than 
causing Atlantis to once again sink 
beneath the waves, because 
Journeyman 3 looks to be one of the 
true sleepers 
of this year. 

The game’s 
new 3D engine 
alone is a vast 
improvement 
over that of 
Buried in Time. 

While you 
don’t get the 
sense of verti- 
go one experi- 
ences looking 
over a 
precipice in 
Jedi Knight, 

Journeyman 3 
does have a 
sense of visual 
depth that is 
sorely lacking 
in most adven- 
ture games. 

When you add in (he well-con: 
zies that derive from (he game’s 
taut sci-fi/mystery storyline, this r 
potential to be not only the best . 
sometime, but also one of the 
best adventure games of the 
year, if there’s any justice, the 
game will sell well enough that 
a year or two from now, we’ll 
get a fourth time-travel tale. 

What a true Legacy oe Time that 
would be. % 
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Air Warrior III Gets Intelligence and Graphics Updates 


by Denny Atkin 


K esmai’s Air Warrior 
set a number of prece- 
dents. It was the first 
online mulfipl^r flight 
simulation, one of the 
first high-resolulion 
flight sims, and the 

first World Vi^r II sim to attempt realistic 
flight modeling. By the time Interactive 
Magic published Air Warrior II in 1996, 
hov^r, the program had a "retro” feel, 
with graphics not much improved from 
its late-1980s incarnations. Although the 
program had lots going for it, many gamers wrote it 
oft because ot its outdated look. 

Soon, Air Warrior will be back in both boxed 
and online versions with a whole new look-one 
so good that you’ll spend enough lime with it to 
notice its interesting personality. Air Warrior Ill’s 
most obvious enhancement is its support for 3D 
graphics cards. If your system has a Direct 3D- 
compliant graphics card, you’ll be treated to fully 
textured aircraft and terrain. And between its hard- 
ware graphics acceleration and its use ot fewer 
polygons in objects when texture maps provide 
additional detail, you should see a frame rate that’s 
much improved over the earlier version’s. {The 
original unmapped polygon graphics will still be 
available it you don’t yet have a 3D card.) 


PILOT TRAINING 

Air Warrior II had one glaring deficiency: the 
single-mindedness of the computer-ftown air- 
craft. Fighters would almost always engage in 
turning tights-which wasn’t much of a chal- 
lenge when you were flying a Zero and the com- 
puter was in an energy fighter such as the P-40. 

In ^e updated version, Ace-leve! Al pilots who 
are flying energy fighters will examine the energy- 
state differential between their planes and yours. If 
they have the energy advantage, they’ll use proper 


Now, historical play has been automated. While 
the free-for-all battle arenas will still be available, 
there will be ongoing historical campaigns as well. 
You’ll be able to go online, view a briefing, and then 
join others on organized missions with concrete 
goals. The mission editor will support branches for 
outstanding vicloiy, success, partial victory, and fail- 
ure, so that a campaign can take a variety of turns 
depending on the performance of each side. These 
missions will be much lite those in the solo cam- 
paign, but with humans fiying each plana 
The boxed version of Air Warrior III should 
be available in January 1998. The online-only 
version is slated to go into beta-testing in late 
November 1997 and should be available as a 
free download, with free play during the beta 
period, at www.blgweek.com. % 


CAMPAIGN PROMISES 

Air Warrior’s online component will see big 
improvements as well. In the past, most Air 
Warrior online play involved pilots flying for three 
imaginary countries in a constant battle for territo- 
ry. At times, historical missions would be orga- 
nized, but th^ would take much planning and 
constant involvement from scenario organizers. 


Y ALUMINUM OVERCAST The B-17s may 
I look better here, but they’re still inviting 
I targets for Axis fighters. 

boom-and-zoom techniques, taking a shot and 
then extending their range before coming 
around for another pass. Turn-fighters, of course, 
will take advantage of their maneuverability. 

In addition to the new graphics and better Al, 
the boxed version wil! feature some 150 new 
missions along with the 250-odd missions from 
the previous game. Many of the new missions 
will lake place in the Pacific theater, an area 
neglected in the first release. 
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. . . 

When [the team] started Falcon 3.0, this 
was what they wanted to do. But what could 
you really do on a 386? They had to say, ‘Okay, 
this is what we can do.’ So this is the continua- 
tion of that dream.” 


— Tom Nichols, MicroProse 




ccw 


lAHUARY 199B 




lAMUARY 1996 


COW 





F or a long time, it seemed as il 
Falcon 4.0 was just a con- 
cept for a future flight simula- 
tion, not a product that would 
actually ship. I first saw a 
demonstration of the pro- 
gram way back in the fall of 
1994, when Spectrum 

HoloByte gave everyone a "sneak peek” at a party 
the company held to unveil Top Gun. A lot has 
happened since that time. Spectrum HoloByte 
became MicroProse, which then became a divi- 
sion of GT Interactive. Numerous members of that 
original Falcon 4,0 development team have moved 
on to other places (‘'worked on Falcon 4.0" is a 
common entry on resumes throughout the simu- 
lation industry), and the design, which originally 
featured a trendy (at the time) lull-motion-video 
interactive airbase, has seen a number of revi- 
sions and at least one "ground-up" code rewrite. 
With all that under the bridge, many gamers 
became concerned that Falcon 4.0 would never 
make it to market. And even if it did, they feared 
that it might either be outdated or just a mess. 
After spending some quality time with a late-devel- 
opment version of the game. I’m happy to say that 
neither of those is the case. In fact, despite the 
Sim's troubled gestation, the version I’ve been fly- 
ing gives every indication that Falcon 4.0 will 
advance the flight simulation genre at least as 
much as Falcon 3,0 did. 


Gestation 

The development team’s goal with Falcon 4.0 
was a simple one: Build (he greatest air-combat 
Sim, "just like Falcon 3.0," says MicroProse’s 
Tom Nichols. Of course, part of accomplishing 


that was to upgrade the graphics, sound, and 
flight models to~and pasl-the current state-of- 
the-art. In addition, the sim now focuses on the 
latest-technology Falcon, the F-16C Block 50/52, 
including its new engine and avionics. 

Leon Rosenshein, who developed F-16 simu- 
lation technology for Ihe U.S. Air Force before 
joining MicroProse three years ago as the tech- 
nology lead on Falcon 4,0, said another initial 
goal was finally to bring Ihe "electronic battle- 
field” concept-in which different simulations 
can hook up and battle over the same terrain-to 
life. The beginnings were Ihere in Falcon 3.0, 
which could share a networked battlefield with 
the Hornet and MiG-29 add-ons. But that inte- 
gration was via add-ons; this time the team want- 


ed to design the sim from the ground up fo fully 
realize the electronic battlefield. 

"Looking back at Falcon 3.0,” says Nichols, 
"one of the things that kept it on the shelves and 
selling was (he campaign. It wasn't the same 30 
missions over and over again. The dynamics of 
the campaign kept changing. We knew we had to 
do that again, and we had to do that better. We 
started with the assumption that there will be a 
real war in Ihe background-fuil-blown strategy 
covering the whole theater, and you're a part of 
that. Not branching trees or prescripted deci- 
sions-it’s all dynamic. At 
any given poinl the tanks could 
anywhere, and your mission could 
change in the middle." 
ot that any of these ideas are really new to 
the creators of the Falcon series. “When they 
started Falcon 3,0," Nichols says, "this was 
what they wanted to do. But what could you 
really do on a 386? They had to say, 'Okay, this 
is what we can do.' So this is the continuation 
of that dream." 


The Plane 

Falcon 3.0 was the first simulation to make a 
serious attempt to accurately model a real jet 
fighter’s systems and flight characteristics, And 
although the F-16A portrayed in that sim flew 
more like an F-15, its modeling 
set new standards. But the com- 
petition in those days would be 
considered arcade today. This 


j,:. FINAL APPROACH Noflcfrthat.the detail of • 
the plane ©(tends dowii to textores on the 
inside of the .wheel wells.land speed iDrakes. 






RIDING THE MAVERICK Both IR and TV Maverick missiles are 
modeled in Falcon 4.0. 


Falcon team has to stand up to much more seri- 
ous challengers. 

In tact, there’s already been a sim that did a 
very good job ot modeling the F-16C Block 50’s 
systems and performance: MSI’s Back to 
Baghdad. But while that sIm did a great job mod- 
eling the plane, its canned "you against the 
world" mission structure didn’t capture the envi- 
ronment of an F-16 pilot. 

Although Falcon 4.0’s F-16 still had some 
incomplete cockpit systems in the version I took 
home from MicroProse, it was evident, even at 
that late-alpha stage, that it would match or bet- 
ter the systems modeling in Back to Baghdad. 

The team is very concerned with making the 
cockpit experience as accurate as possible. In 
addition to Rosenshein’s defense simulation 
experience, MicroProse has enlisted the help of 
F-16 pilot Pete Bonanni (see the sidebar "Expert 
Advice"). Even Gilman Louie, who founded the 
company when it was known as Spectrum 
HoioByte, can provide some expert input, since 
Bonanni took him for a ride in the back seat of 
an F-16D. 

The detail and push tor authenticity in the 
Falcon 4.0 cockpit is evidenced nowhere better 
than in the radar system. Bonanni explains: “The 
way modern radars work, a pulse goes out, but 
another pulse goes out before that pulse will 
return from a target that’s beyond seven miles 
{that seven miles is called 'the ambiguous 
range’; this Is true of F-18s, F-15s, and F-16s). 
The way Leon has it, if he detects a target, he 


puts it in a slot. The beam has to hit a target a 
certain amount of times before it will actually 
display the target, just like In the airplane. If it 
doesn’t get the target a few times, it’ll say, 

’That's not a target, that’s a false target.’ He's got 
it modeled just like the airplane does it, as far as 
how the airplane sweeps. What it gives you is a 
really good, accurate radar." 

All of the useful modes of the real F-16C’s 
radar will be modeled; only a few esoteric 
modes such as the rarely used ground-mapping 
mode are omitted. If you don’t have an interest 
in learning about radar azimuth, ambiguous 
ranges, and other aspects of realistic radar, fear 
not. In addition to realistic radar, a '’God’s eye’’ 
radar and a simplified U.S. Navy FiGHTERS-style 
display will also be available. 

The original attempt at a simplified radar 
didn’t go over too well with the less hard-core 
team members. ’‘They told Pete and I that we 
weren’t allowed to do a simple radar," 

Rosenshein says. 

"We did a simple radar," Bonanni adds, “but 
nobody thought it was simple. So somebody 
else is doing it." 

One aspect of the Falcon 4.0 that will sport 
unprecedented detail is the radar warning receiver 
(RWR). Real-life RWRs don’t just display a contact, 
they emit a tone based on the frequency of that 
radar’s emissions. Although real-life F-16s don’t 
automatically identify what’s tracking you-they 
simply show a symbol-pilots can often determine 
what has them locked up by the tone of the RWR. 
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The sim's Tactical Reference module-the 
section that allows you to examine aircraft, 
ships, tanks, and so on and read about their 
real-life capabilities-also allows you to listen 
to the RWR frequencies given off by those 
craft. Each sound is unique, so with some 
study time you should be able to get pretty 
good at identifying the sources. (Again, for 
more casual gamers, you can have plane 
types pop up right on the HUD.) 

'The sounds are based on real data,” 
says Rosenshein, "but nothing illegal! 

There are no waveforms from ‘undisclosed 
sources.’ Knowing the energy, the frequency, and 
the power, you can take a good guess.” 

In fact, RWRs aren't very complicated devices. 
"All it does is shift the (radar) frequency into the 
audible range. It doesn’t really do any thinking," 
Rosenshein adds. 

Rabid Dogs 

You’ll also see a boost in realism in the area 
of weapons delivery. Take Maverick air-to-ground 


missiles, for example. Both infrared 
and TV Mavericks are modeled, with three deliv- 
ery modes: preplanned, boresight, and slave. 
Preplanned mode takes your Maverick and 
ground-sfabilizes it at each steer point. As you 
reach the IP (initial point of attack) and make a 
run toward the target, the Maverick will automati- 
cally slave to that target. If you look down at the 
multifunction display, you should see the target 
and be able to quickly lock it in. Slave mode 


simply follows your radar 
lock, while boresight lets 
you manually target the 
missile. 

The missile performance 
is realistically modeled. 

When Bonanni fired a 
Maverick-a missile that 
doesn’t have terrain-following 
capabilities-it smacked into 
a foothill between the F-16 
and the target. You should find 
similar realism in the perfor- 
mance and targeting of laser- 
guided bombs and HARM antiradiation missiles. 

The HUD has as much detail as an unclassi- 
fied simulation can. This includes the oft-ignored 
AMRAAM display. If you fire a missile from a far 
enough distance, you’ll see an "A” on the HUD, 
with a number counting down. This reflects the 
lime until the missile goes active. Once the mis- 
sile’s own radar goes active, this changes to a 
“T” and a number counts down the time until 
the missile reaches the target. 

Knowing when the missile is going to go active 
lets you know when it’s safe to break lock from the 
target and still have a reasonable chance of hitting 
the target. "With active missiles, there's an uncer- 
tainty boundary," Rosenshein says, “it’s saying, 
‘Guide lo this box in space,’ and it does that. If you 
still have the target locked, it’ll keep tightening that 
boundary. Then the missile’s own radar comes on 
and finds the target.” 

But if you’ve broken lock and the target has 
maneuvered out of that "box in space,” the mis- 
sile’s not going to lock it. And this is a bad thing 
for a number of reasons, 

"AMRAAM is not, even in our simulation, a 
good dogfight weapon," Bonanni says, ’’That is. 
unless you hit what you’re shooting at, because 
if you don’t, it will kill something. We shoot our 
Sidewinder and it’s got a maximum life of 8-25 
seconds. But the AMRAAM’s going faster and 
farther, and it can go up to a minute and a half.” 

And during that time, you don’t want a friend- 
ly target to wander near the AMRAAM. “That’s 
the danger," Bonanni says. "You shoot that off 
and you don’t hit something, and now you’ve got 
a rabid dog out there." 

Of course. Sidewinders are realistically mod- 
eled, complete with the "angry growl” sound that 


Multiplayer From the Ground Up 

O ther than the Instant Action mode, Falcon 4.0 doesn't really have a "single-player" mode 
In the Dogtight, Tactical, Engagernent, and Campaign mpdes, players can pop in atalirost 
any point and take over an F-To that's being ilown by a computer player. Slngle-playet ■ 
games are actually just multiplayer games with only one hurpan pilol playing. 

You’ll be able to connect via LAN, modem, null-modem cable, or via the Internet using TCPIlP. 
Some gamers had (eared lhal TEN’S deal to host Falcon 4.0 on its service (www.ten.riet) 
would mean no free Internet play. That’s not the case, however, and Internet games can be played 
by connecting directly to other players via a dial-up connection. 

■ Serious players will still want to keep an eye on TEN, however. MicroPtose plans lo do a special server 
version o( the game for TEN that will lettie server track all the units and provide apeisistenlwbrldl This j: 

should make for taster Net pen t 

■ j I lormance, as well as the abli(y lo 


lormance, as well as the ablli(y lo 
easily find a persistent cam- 
paign. Fly a mission or two, then 
come back the next d^ and see 
how the war has progressed. 

Once the next product in the-, . 
series, MiG-29, is releasedijoU'll 
be able to have human pl^rs ' 
on both sides ol the campaign. 

An F/A-18 Hornet package is 
also planned, which will add 
naval aspects lo Faicon 4.0’s 
electronic battlefield. ■, 
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grows in intensily as you get a better lock on a 
target. Both rear- and all-aspect Sidewinders are 
available. 

When you get In tight, it’s time to go to 20mm 
cannon. Although the sound sample may sound 
more like a power tool than a gun to some, it’s 
actually authentic. Even the bullets in the game 
have been updated to the latest specifications. 
Your F-16 is loaded with the new PGU-28 bullet, 
which has a new aerodynamic shape that holds 
its speed better. This makes it lethal up to about 
a mile at a 90-degree or greater aspect ratio to 
the target, or about 4,000-5,000 feet, when fired 
from the target's stern. 

When a weapon hits, don’t expect the target 
to be simply replaced with a graphic of a smok- 
ing crater. Each weapon is evaluated against 
about 10 different target types, from soft- 
skinned troops running around on the ground 
to hardened, fixed sites. Different weapons have 
different effects on each type of target. Cluster 
bombs are great against troops in the open, 
but they don’t do anything against a tank or 
someone in a shelter. 

Large objects, such as bridges, 
are modeled in pieces, so you 
don’t take out the whole thing 
with a hit. You’ll see parts of dam- 
aged and destroyed objects lying 
on the ground after a successful 
hit. After some time has passed 
in the sim, you’ll see destroyed 
objects replaced by objects under 
repair, and, eventually, by fully 
repaired objects. 

Mission Critical 

So now you have this authentic 
model ofamultimillion-dollar 
weapons system. What are you 
going to do with it? 


In Instant Action mode, you start in the air 
and the basic goal is to blow up everything in 
sight. Two modes are available. Fighter Sweep 
and Moving Mud, and you can choose from five 
skill levels. You can also choose whether to have 
SAMs and AAA complicating things. This is your 
basic “two-to-five clicks and go" mode. 

The Dogfight mode pits up to four groups of 
four fighters against each other. These can be 
human-piloted F-16s or computer-piloted fighters 
of a number of types. You can choose Furball 
mode, in which the pilot with the most kills wins, or 
Match Play. This mode is ideal for dogfight ladders, 
as you can play, say, the best three out of five. 

Tactical Engagement is where you’ll find train- 
ing missions, as well as a number of "canned" 
missions that can, by nature, have more plot 
twists than those generated by the dynamic 
campaign. Although a number of missions are 
included, this mode is likely to get the most use, 
as a result of ifs powerful mission editor, which 
lets gamers create their own missions by setting 
down ground and air targets, defenses, way- 
points-you name it. These missions will also 




Expert Advice 

W hile much of the game's realism 
comes (ram Ihe experience and 
research of Leon Rosenshein and his 
team, they also had "protessional' help. F-te 
pilot Pete BonannI (whom long-time fiucm fans 
will lemember for his 
BncaiATtrookandthe 

/Wot (hen strategy B ' I 

book and tape) has been ^ ' iiix ■ 

around from the start. H 
'W were doing low- Bf 
speed handling stuff this 
morning,” Bonanni s^ F i M 

as he joins ua "And f ■ 
maneuvering in the veili- : pete bonanni | 
cal, watching the plane ; The author of the i 


The author of The 
fall off.” Listening to Art of the Kill has 
Bonanni and ■ provided the 

Rosenshein compare viewpoint of a 

notea it’s evident that real F-ie pilot to 

th^'re concerned with 'h® f*™ leam. 

all aspects of the plane's ' 

handling, even outside the envelope where you'd 
normaliy Ilyin combat. 

"Pete's primary role is Ihe sanity check," 
Rosenshein says. "Vie do our best estimates of 
the way things are, and Pete checks it and says, 
‘Vtfell. mostly but It's really like Ihis...' 

"Also, [Bonanni] has access to unclassified, 
but hard-to-flnd, malerial," Rosenshein adds 
'There’s a lol of stuff 
that’s open-source, but 

j easier than we can." ' 

J Bonanni got an early 
taste of high-speed Bight 
as an F16 pilot in 1981. 
Kealsohastwiyeaisol 
LEON F-T Phantom expenence 

ROSENSHEIN and what he refers toas > 

He worked with ® five-year sentence in 
Bonanni to do a theA-7. He s flown CMtr 
simple radar, but Bosnia and liag, 
the rest nf thp although he missed the 
team branded it actual shooting. Today 
j-notsimple." he flies Ihe F-16 for Ihe 
! — Air National Guard. 


He worked with 
. Bonanni to do a 
^ simple radar, but 
the rest of the 
I team branded it 
j.j “not simple." 
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heae>-xo-heAd against 

• . • • 
AN ENEMY MORE RUTHLESS THAN 

JABBA THE HUXX 

AND MORE SINISXER .’THAN 

E>ARXH VAE>ER. 

• • • , .* ■ . ‘ . • 
Mild mannered Floyd? He may be quiet and reserved, but he tould be the greatest pilot in ‘the 

Star Wars® universe. That is, unless you challenge him. Therein lies the beautv of X-\Ving vs. 

TIE Fighter . Since it’s in realtime for the first time, you’ll be thrown into the most challenging 

dogfights against real people o.ver modem, network, and the Internet. You’re not gonna let a guy 

named Floyd oV anybody else out there rule the galaxy forever; are you? hrtp://www. Iucasarts.com « 
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Oh, so you’ve beaten Floyd already? 
Well, while youVe been basking in the 
glory from your last victory, Floyd’s 
been picking up a few flying tips from 
the Empire a7iJ the Rebels. Because 
he has Balance of Power. It’s an 
add-on CD that’s the icing on the 
asteroid for X-Wing vs. TIE Fighter 


because it lets you fly for the 
Rebels or the Imperial Navy. With 
two new sror>^ - driven campaigns and 
cut scenes that dazzle the senses, 
you’ll find your shorts wedged up 
at light speed. And watch our for 
Floyd. He hasn’t exactly forgotten 
your last encounter. 
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be of interest tor many multiplayer gamers, 
since the campaign can take up to three 
weeks to play out in real time. 

It’s in the campaign mode that Falcon 4,0 
really jumps ahead of the pack. This is truly a 
real-time war. Once you begin a campaign, it’s 
always running whenever the program is. While 
you’re choosing a mission or walking to the 
kitchen for a Ding Dong, allied and enemy 
forces are doing their things on the battlefield. 

In fact, you can set up a campaign server and it 
will run continuously, allowing players to come 
and go as they please. 

When you launch a campaign, you can 
choose from three start conditions. In the 
Rolling Fife campaign, you’ve pushed the North 
Korean forces back to the Chinese border, and 
you must wipe them out before the Chinese join 
the fight. Fortress starts the battle at today’s cur- 
rent borders, while Tanks A bt has your forces 
pushed back to the southern lip of Korea. 

Because the campaign is always running, 


mission choices will vary 
dramatically as time passes. 
You can join a mission as 
it’s coming together or hop 
into an F-1 6 that’s already 
en route to the target. A 
wide variety of status 
screens lets you check 
what’s going on with vari- 
ous strike packages, as well 
as survey the current air 
power, ground power, air 
defense, and naval power 
status on each side. II you 
choose a mission that has- 
n’t yet launched, you’ll be given the opportu- 
nity to change your aircraft’s loadout. 

Although you can go mercenary and just 
take out targets at will, you won’t have much 
effect on the campaign that way. But if you 
take out your assigned targets, all your side’s 
units will do well in that geographic area for 
that time period. 

The missions are realistic, and Combat Air 
Patrol (CAP), Search and Destroy, Escort, and 
Strike missions are common. The frag orders 
are realistic; the one concession to gameplay 
is that you won’t be sent on any missions in 
which there are no enemies present-take a 
CAP mission and you can count on encoun- 
tering enemy planes. 

Hostile Environment 

While the hard-core fiight-sim crowd will 
appreciate the systems realism and the depth 
of the campaign, the graphics environment 
should blow away gamers of all types. Falcon 


The Hot Seat 

A s with most aspects of the sim, the cockpit is designed to please all types. A tradi- 
tional full-instrument panel mode is available, or you can go to a fulPscreen HUD 
view with two pop-up MFDs if you want a larger field of view. There’s also a virtual 
cockpit mode. As isfhe case In many newer aims, buttons and switches in.the;2D:cockpit 
-will beclickable using the mouse T ' L c ’ 

Two padlock modes are available to track targets outside your cockpit, -Ttiere'san up- 
dated version of thefAiioNiO-slyle "edge” padlock, as well as the more common virtual- 
cockpit padlock. A third padlock type, which used small boxes that floated around the win- 
dow to show the direction and aspect of the target (similar to the Hawkeye view in Back to 
Baohoad) has been dropped from the sim design. 
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Nolo: Columbia House ro-sorvos the nyhl lo request additional information, to limit membership or reject any 
I application, or to cancel any membership. Offer limited to residents ol the contiguous United States. Residents ol 
Alaska, Hawaii, Puerto Rico, U.S. lerriloriss, APQ and FPO addresses please write lor separate otter 
I Applicable sale.s lax added lo all orders, S98-CDR-01G ©1998 The Columbia House Company 
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6NOUGH TO AN 
REAL-IIMF 

FAN DROOJ iNG. 

■ -Stephen Poole. OameSpot 


LOOKS LIKE IT COULD GIVE 
’C&C RED ALERT' A RUN 
FOR ITS MONEY. 

•Dave Richards, Happy Puppy 
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WILL IT HAPPEN 
TO YOU? 


UNSURPASSED 
CUSTONIIZATION OF 
WAR NIACHINES. 
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‘NO SLURRIES This tow-flying Slackhavi* •• 
shows how the terrain remains detailed even 
at low aiBtuae, unlike tnat ot most 3D hard- 
ware-supporting Sims. 


FLANKER DOWN An Su-27 meets its end in ; 
a glorious, HolIywDod-styte eicpfosion. ; ' ; 


CLOSE CALI Ifs iiouMfill.M this F-16 pilot ' ■: 
acimilpshtis trartsliicenty of thess missile trails. ' 






4.0’s 16-bit color graphics are 
the details cranked up. Realistically, 

P133 is recommended as the 
tern, you’ll want a last 3D card it you 
run in high detail on anything slower than 
P200MMX. A PI 66 with a 3Dlx card should 
nicely, but without 3D support, you'll probably 
need a Pentium Pro or better to get a good 
frame rate with all the details maxxed out. 

All the graphics options are adjustable, how- 
ever, so gamers with slower systems can turn 
oft textures, Gouraud shading, haze, and other 
effects individually until they get acceptable 
performance. The sim can end up looking a lot 
like Su-27 Flanker once you turn all the details 
down, but it’s good that MicroProse gives that 
flexibility to gamers for whom frame rate is 
more important than eye candy. 

Sometimes you won’t be able to see your 
nicely rendered targets, thanks to Falcon 4.0’s 
weather rendering. Clouds actually move across 
the landscape as the campaign progresses, com- 
plicating some strike missions. The clouds look 
very good here, much better than those in Flight 
Sim 98, for example. They’re not perfect, but are 
probably as good as they can be without ruining 
the game’s frame rate. 

Objects have realistic sizes, so you’ll need to 
use external views to get close-up looks at 
most of them. If strikes are taking place at the 
periphery of your vision, you may see SAM 
trails or smoke on the horizon. This is a good 
way to find a furball if you want a little more 
action after leaving the target area. 

The sim will directly support 3Dfx, 
Permedia 2, 3D Rage Pro, and 
a few other 3D chips. Direct 3D 
support is also available for 
unsupported chipsets. 

Resolutions up to 1280x1024 
are available; 3Dfx owners will 
be able to run in 800x600 
mode, since Falcon 4.0 doesn’t 
use a Z buffer. If you have a 
fast enough system, 3D hard- 
ware support becomes less of 
an issue; on a Pentium II 266, 
the game runs about the same 
speed with or without hardware 
3D support. You can also get a 
speed boost if you’re running 


detailed 
ground. 

trail will give it away, 

under Windows NT-the game supports mul- 
tiple processors under that OS. 

The Works 

There’S much more to Falcon 4.0 than I’ve 
had room to cover, including the first-ever sup- 
port for "flying boom" air-lo-air refueling, AWACS 
control, a 500-page spiral-bound manual, multi- 
ple "aggressor" paint schemes for Dogfight 
mode, and a pilot scoreboard that is affected by 
how well you follow rules ot engagement. 

It’s easy to see why Falcon 4.0 has taken 
so long to develop— it’s no exaggeration to 
state that this is easily one of the most ambi- 
tious flight-sim designs ever attempted. Yet 
despite the “kitchen sink" approach, the team 
seems to have a firm handle on gameplay 
issues. They want to keep the Instant Action 
players hooked long enough to bring them 
into the full, realistic campaign. Unless some- 
thing goes terribly wrong between the version 
I've been playing and the linal release in 
February or March, they have a very good 
chance of accomplishing this goal. S 


SIDE VIEW Your waypoint screen shows both top-down and .-. 
profile view« of your flight. •• •• • 
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Category: Drop the Herring, Dirtbag! 


u: Because of the origin of the phrase 
“Five-0,” what would be a logical 
name for “Hawaii Five-0” in Alaska? 


Forget the book, Danno. Dial that littie number 
there, and w^ll give you a peek at our 
latest ed ition, YOU DONT KNOW JACK' Television. 
No cheesy salespeople, no B.$. It% just a game. 

Like what you hear? Drop the phone, and pick up 
the CD-ROM, wherever irreverent software Is sold. 


CIRCLE READER SERVICE #116 
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SIGHT-. 


www.idsoftware.com 


Superior aitiiiciai 


Intense environments 


What you do In one level could affect another. One false move 
and you could alert security, flood a passageway, or worse. 


The enemy is far from stupid. They will evade attacks, maneuver 
Intp strategic attack locations, and hunt your ass down. 


Man gun turrets. Blow up subways. Smash glass. Toss grenades 
with perfect control. Duck to evade hits. Give them Hell. 
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Coming Soon on 


Windows® 95/NT 


CD-ROM 


“Quake II, without a 
doubt, the game of E3.’’39 

— Computer Gaming World 









M/e Test 9 PCs Under $2,500 to Find the Best for Gamers 


G rand Prix race cars cost upwards ol several million dollars a pop. That puts them out of reach of most normal humans. On the other hand, 
there is a class of cars out there that folks call "pocket rockets." No, not that kind of pocket-rocket. These cars are generally small, with a high 
power-to-weight ratio, sticky tires, and stiff suspensions. Aspiring Andrettis on a budget could buy a pocket rocket and have a car that acceler- 
ated handily, turned on a dime, and gave them the illusion that they were in a high-priced sports car. 



So if the silicon Lamborghinis we wrote about last month seem too exotic (and too expensive) for your needs, here are our takes on the gaming version 
of the pocket rocket, all of which are available by mail order or right oft the shelf of your local computer superstore. 

We told the systems vendors to send us their best shot at a system for a dedicated gamer who had only $2,500 to spend. That’s still a lot of moolah, 
but at least it’s in the realm of reality for many people. 


Decisions, Decisions... 

To stay within our maximum $2,500 price point, the vendors actually had to make more interesting choices than they did with their 
high-end systems. At this price, compromises are necessary: Do you give the user a somewhat faster CPU or better game graphics? 
How much memory do you install? And what type? Do you ship separate speakers or "multimedia" monitors with built-in speakers? 
These tradeoffs and others make for an interesting set of systems. 

We saw a lot more variation in both performance and "flt-and-finish." Some systems worked great, right out of the box. Others 
required a little tweaking (okay, in a couple of cases, a lot of tweaking) to get working. Let’s take a look at their choices so we can help 
you make better choices. After all, it’s your $2,500, not theirs. 

by Loyd Case and Dave Salvator 
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D ell has estab- 
lished a reputa- 
tion as the lead- 
ing player in the 
fast-growing business of 
selling PCs direct. Having 
invented the large-scale 
direct-sales model, Dell 
has refined and polished 
its business to a shiny I 
Lately, Dell has even been 
outselling longtime mar- 
ket leader Compaq in cer- 
tain market segments. On 
the surface, this 
Dimension physically 
resembles the Micron sys- 
tem we tested last month, 
but the component list is 
more like that of the 
Gateway G6 street racer. 

It takes a two-step 
process to open the Dell 
case: Just remove two thumbscrews and then, 
using all three of your hands, slide open the 
side panel. There are four tree PCI slots, but all 
the ISA slots are filled. Although the lack of free 
ISA slots is somewhat troubling (you can’t add a 
dedicated game card, for exam- 
ple), the tour PCI slots just beckon 
to be filled. (Let’s see, 3Dfx, PCI 
audio, PCI Ethernet..,.) The graph- 
ics card, an STB Velocity 128, took 
up the lone AGP slot. There are 
three free 3.5-inch drive bays and 
one free 5.25-inch bay. The inter- 
nal layout of the case is clean, and most com- 
ponents are accessible. As in several other sys- 
tems, the power supply is a paltry 200 watts, so 
there’s a danger if you add too many power- 
sucking components. Saving a few bucks is one 
thing, but the difference in cost between a 200- 


watt PS and a 235- or 250-watt unit amounts to 
pocket change. 

The XPS system proved to be a very polished per- 
former, well-balanced in many respects. Graphics 
benchmark all ranked close to the top in both the 
3D and 2D arenas. The hard-drive bench- 
mark was the fastest real metric in the 
roundup (you have to discount the Solid 
Computer benchmark due to the bus- 
mastering EIDE driver anomaly). The CD- 
ROM performance proved exceptional, 
especially the very iow CPU utilization. 
The ^fem could be configured for DOS 
pretty easily, except for the need to hunt up a DOS 
CD-ROM driver for the Toshiba 24x drive, a curious 
oversight, considering that the DOS setup for the 
mouse and sound card were present. 

As we expected, game performance was very 
good, indeed. Scores lor Terramark, Wipeout XL, 


and Moto Racer were particularly good, DOS 
numbers were also good, though not as high as 
in some of the other systems. 

Assessing the Dell is pretty easy: It’s faster 
than the Falcon Northwest system, but not as pol- 
ished in the gaming arena. For example, the Mach 
V system includes a 3Dfx board, and the Dell 
doesn’t. Even so, this is one speedy system for 
under $2,500. -LC 

Dell Dimension XPS D233 
Price: $2,379 
(800) 999-3355 

www.dell.com 

PROS: It’s fast; 
it’s affordable. 

CONS: Lacks pol- 
ish; needs better 
DOS support. 
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hpeaM.com 


MEN IN BLACK, 
THE GAME 


Thrpp neuf fHiB ml$$lonj - from thf 
Arctic to thy Amazon. 


Splpct thp (TliB aoprrt you ufunt to bp. 


Fajt-pacpd action $hootpr lutth 
challenging pupplpi. 


YOU KNOW HOW THE MOVIE ENDS 
THE GAME IS UP TO YOU. 


SOUTHPEAK 

INTERACTIVE 


Battle aliens in dOO unique settings 
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ITS BLOODIER THAN 
IONQLITH'S BLaOD“AND MORE _ 
:XPLOSIVE THAN ID'S QUAKE"!" 

nr Multimedia 8. Entertainment Magazine 


Computer Gaming World 
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Camesniania 


Reoefikeo mi action 


WJnner of 


iUor's Choice Award 

EnterMedia.Net 


Available now for PC and Mac 

Get them firet at your local retailer, www.ripcordgames.com, 

or by calling 1»888*797*5867 and give them the code: "Solitary Confinement. 
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E xternally, Micron’s $2,500 Millennia MME 
resembles the Millennia XKU hot rod we 
reviewed last month. In this case, howev- 
er, beauty is truly only skin deep. Lurking 
under the hood is a 233MHz Pentium MMX CPU— 
in itself, not too shabby, but it’s hobbled by the 
Diamond Stealth 2000 Pro. The S3 ViRGE GX chip 
is, to put it mildly, not a stellar performer. Still, it 
does perform without any complaints, unlike some 
of the other systems we tested. 

Micron is a direct-sales supplier of PCs, mean- 
ing that you buy from them over the phone (or, 
increasingly, on the Web). Most direct-sales ven- 
dors, including Micron, use a “build-to-order" 
mode! for manufacturing. This means you may 
not get exactly the same system as we reviewed, 
since most direct suppliers often substitute com- 
ponents. Also, the expertise of the sales staff 
tends to vary. In at least two instances, users 
were told that 3Dfx-equipped add-on 
accelerator cards would not work in 
Micron systems-this is definitely 
not the case. Perhaps Micron 
doesn’t want to impinge on sales of 
its higher-priced FusionSO systems, 
which, oddly enough, come with 
3Dfx boards. 

Micron’s other choices for compo- 
nents were pretty standard, but we 
were pleasantly surprised at the 
inclusion of an internal Zip drive. 

Internaily the Micron’s layout was 
clean and accessible. There were 
three tree PCI and two free ISA slots 
(one PCI/ISA pair is shared). Two 
3.5-inch bays (one front-panel 
accessible) and one 5.25-inch 
bay were free. Although 
you only have to loosen 
a thumbscrew to 
open the case, 
actually removing 


the cover requires a combination of dexterity and 
strength that would challenge the average circus 
contortionist. The power supply is a scant 200- 
watt unit. The only bummer were the two memory 
DIMM slots, both of which were occupied, albeit 
with 48MB. No DOS real-mode drivers (mouse 
and CD-ROM) were installed or present on the 
system, but they were available on accompanying 
media. With all the support calls that companies 
get about DOS CD-ROM and mouse support 
under Windows 95, you’d think they’d have fig- 
ured out this problem by now. 

Performance was mixed. As expected, the 2D 
Windows and DOS performance was pretty 
darned good. DOS Quake scores averaged 
17fps-very good, indeed. However, 3D accelera- 
tion rated near the bottom of the heap. Disk per- 
formance was ho-hum, but the CD-ROM CPU uti- 
lization ranked second-lowest. 


The 3D game benchmarks were telling. Not only 
were the scores low, but in some cases, the image 
quality generated by the S3 chip was mediocre. 

Overall, the Micron Millennia MME is a fairly 
conservative system that would have been a top 
performer a year ago; in today’s torrid market, 
however, it’s merely an also-ran. —LC 


Micron Millennia MME 
Price: S2,2B8 
(800) 209-9686 

www.micrQnpc.com 


PROS: Lots of RAM; good 2D scores. 
CONS: Poor 3D 
performance; 
overly conserva- 
tive component 
choices. 
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IN MOST REAL-TIME STRATEGY GAMES, 
THIS IS WHAT YOU SEE. 






A^iyiTiOK 

TAKE COMMAND ON THE BATTLEFIELD. 

NOT ABOVE IT. 



Hard-Core Real-Time Strategy 

In Battlezone, you’re no satellite 
leader; you are the ground-level 
high commander of more than 30 
different vehicles, each with its own 
tactical advantages. Special units. 


in 1980. Battlezone introduced 
true 3-D graphics, changing the face 
of gaming forever. Now Battlezone is 
about to change your perspective on 
gaming once again. 


Intense First-Person Action 

Wage war from a soldier’s 
perspective, not a bird’s. From the 
cockpit of your anti-gravity tank, 
erase your opponents with a 
devastating array of 25 weapons, 
including anti-tank cannons and 
missiles. Blow craters into the fully 
deformable 3-D terrain with an 
arsenal of mines and mortars, or 


Tagged by Next Generation magazine as "what 
may be the best interface seen yet in a computer 
game" an advanced HUD system with menus 
and integrated 3-D radar enables quick troop 
movement and total contivl over the battle. 


With Battlezoiie’s topographical 3-D radar, 
nothing goes down on the battlefield 
without you knowing all about it. 


including infantry and mobile 
assault turrets, act with 
sophisticated artificial intelligence 
to make you the master of the 
battlefield. Build bases, gather 
resources and exercise your 
warmongering might without ever 
leaving the first-person perspective. 


So many units, so few resources. . . churn out the 
most strategic offensive and defensive lineups 
you can afford. 


The original Battlezone was such a 
breakthrough for its time, it ivfl5 reportedly 
modified for U.S. Army training purposes. 

shake your enemies out of their 

foxholes with the mega-ton 

earthquake of the “Thumper.” And 

when your tank is taken out the 

battle rages on: scramble on foot to 

rejoin your troops or wage a hostile 

takeover on a nearby enemy vehicle, 

where your sniper weapon dismisses 

the pilot with extreme prejudice. 


Intense first-person action with 
uncompromising real-time strategic 
warfare. . .the new Battlezone. 


Take strategy to the front lines. 


Baltlezone's first-person perspective puts you on 
the front lines of the battlefeld action. 


wwvv.activision.com 


Aclivision Is a registered trademark and ActivLink Is a trademark of Activision. Inc. ©1997 Activision, Inc. Battlezone is a trademark otAtari/JTS Corporation. ©1980, 1997 Alari/JTS 
Corporation. All rights reserved. Licensed by Activision. All other trademarks and trade names are the properties of their respective owners.' 
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Falcon Northwest Mach V 
Price: $2,495, (888) FALCON- 1 

www.falcon-nw.com 


PROS: Everything preconfigured; 
consistently solid performance. 
CONS: Not quite the fastest horse 
on the track; Socket 7 CPU. 


L ast month, Falcon sent us a “burn, baby, 
burn" box that redefined "over the top.” 
This month, because Falcon can build to 
suit, it put together a rig (hat just 
squeaked under the $2,500 price point for this 
roundup. But don’t let the price tag fool you: This 
box still packs a pretty serious punch, including 
Canopus’ nevj Pure3D, a 3Dfx Voodoo-based 3D- 
oniy board with 6MB of RAM. 

The externals of the box very much resemble 
those of its beefier sibling, and getting inside the 
box is a breeze after you remove two thumbscrews. 
The Award BIOS is a tweaker's dream, though in 
the hands of the uninitiated it could spell big trou- 
ble, so look before you tweak. DirectX 5,0 was pre- 
installed and configured, as were real-mode drivers 
for audio, mouse, and CD-ROM. This Mach V also 
detected the USB joystick with no problem. 

When you look at the numbers. Falcon per- 
formed, by and large, solid as usual. But 


and 30fx/Giide titles, as well as GL Quake. The pack- 
age includes CH Products’ new FlightStick, which 
lacks a view-hat, but does have a throttle and is an 
adequate stick for flight-sim neophytes. 

Falcon has built its reputation by sweating the 
details for gamers and by delivering 
boxes that will be ready to roll from 
the first power-up. Unfortunately for 
Falcon, the larger vendors in the 
roundup-Dell and Gateway-can 
serve up P-ll systems with AGP for 
about the same price by virtue of the 
sheer volume that they ship. And 
while they may lack the Falcon’s polish in terms 
of game-readiness, their faster CPUs and AGP 
architecture translate into longer system life 
before you need to upgrade, and will make them 
more extensible over time. The Falcon is a fine 
box to be sure, but its core components-CPU 
and graphics architecture-may need to swapped 
sooner than those from other competi- 
tors in (his roundup. The good news 
here is twofold; The current performance 
gap between this box and the 
AGP/Pentium II boxes isn’t that large, 
and through an upgrade program Falcon 
will do a motherboard/graphics swap if 
you send in your box. -DS 


because some competitors are using Pentium II 
233MHz chips. Falcon wasn’t quite at the head 
of the class on all tests. In 3D WinBench 97, 
Mach V does well, but because 3D graphics are 
very CPU-dependent, it isn’t as fast as systems 
with P-ll CPUs. Falcon’s 2D num- 
bers are the best of the lot in 
Windows and DOS, however, and its 
storage subsystem fares well, both 
in Disk WinMark and CD-ROM 
WinMark testing. Its CPU usage 
when reading the CD-ROM was pret- 
ty high at about 42 percent. The 
Mach V, despite not having the fastest CPU, did 
turn in first-place finishes running Quake and 
WimQuake TimeDemo tests. Direct3D game test 
results were, again, respectable-though not the 
fastest of the lot. 

Because this Falcon packs a one-two punch in 
the graphics department, it can ably run Direct3D 
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Don't play witii Imitations. This Is real football. The most complete, comprehensive, in-depth experience out there. 


OftiC«o>lr licentttd product flf the r^oi!poal Foo^mH leoj.* F 1 ci>«ti, fJfl Prcpotwi 'utc , O'J it^ N^L OvQfttrbock Gc^. Inc. loom r»rRo,, n>Ariarr*i. logoi ond otHtr iniipnio art trcdconrii of (lio tc 


IntPcoivd NFL ond llioitlFl Shield ore regitlefed IrodemoiL} o( die 





KiiKmiSea 


Strap OR the pads. Reality is just a stutter step away, www.sierra.coni/fb98. 
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the motherboard screws had worked loose and 
was rattling around inside. 

Once we got over these hurdles, the Game 
Duke performed pretty well. The only anomaly 
was the ridiculously high Business Disk WinMark 
score. Solid had installed the Windows 95 bus- 
mastering EIDE driver. The problem? This driver 
behaves incorrectly, caching data even 
when the application {WinBench 97 in 
this case) tells it not to. The ElOE drive 
in the Game Duke should get around 
900-1000. 

The 3D WinBench score of 177 was 
among the highest in the roundup, 
reflecting the added oomph given to 
geometry generation by the Pentium II. It also had 
the highest 32-bit CPUMark in the review. The 
Game Duke was the only Pentium II system for 
$2,500 that shipped with a 3Dfx card. 

Game benchmarks were crisp, posting solid 3D 
scores due to the Monster 3D, However, the DOS 


S olid Computer is pret- 
ty typical of many 
smaller systems inte- 
grators. These folks 
build systems from off-the-shelf 
components with very little 
customization. This isn’t neces- 
sarily bad. For one thing, do-it- 
yourself upgrades are much 
easier. Adding a new CD-ROM 
drive to a Gateway PC’s sculpt- 
ed case is an exercise in futility, 
while adding one to the stolid 
case supplied with the Game 
Duke is pretty straightforward. 

At first glance, a Pentium 
11/233 complete with Monster 
3D accelerator and 17-inch 
monitor sounds like a good 
deal. We thought so, too, until 
we turned it on. The first por- 
tent of trouble was the CD- 
ROM drive. There wasn’t one. Well, it was 
installed, but Windows 95 didn’t see it. After 
much wailing and gnashing of teeth, the problem 
turned out to be a loose IDE cable. The second 
problem loomed when we ran our 3D bench- 
marks. The Monster 3D's drivers weren’t 
installed. The Diamond driver CD showed version 
1.04, a fairly old rev. The techs at 
Solid had installed (he latest set of 
generic drivers from 3Dfx, but 
hadn’t thought to install Diamond’s 
latest official release (1.08 at the 
time of testing). DOS real-mode 
drivers were not installed, nor pre- 
sent on the system. 

To pop open the case, you have to remove four 
screws. The interior layout looked clean and 
uncluttered. Two 5.25-inch drive bays and a pair 
of 3.5-inch bays were free, as were two PCI and 
two ISA slots. But when we opened the case, 
another problem fell into our iaps-literally. One of 


scores were a little weak, probably due in part to 
the 440FX chipset on the motherboard. Windows 
2D scores were pretty good overall. 

Overall, the Solid system delivered good value 
for the price. We’re concerned, though, about the 
fit and finish issues-check your system for any 
loose screws. The problems with the CD-ROM and 
Monster 3D would mystify many users. Solid’s Web 
site currently shows some updated components 
available, including AGP, so make sure you know 
what you’re getting before you buy. -LC 

Solid Computer Game Duke 
Price: $2,350, (888) 324-4984 

www.valuepc.com 

PROS: Nice setup 
for gamers. 

CONS: Fit and fin- 
ish and setup prob- 
lems are worrisome. 
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rX here’s a Cnme the'^ 

city of Freeport and 


*ithe unholy drug named U-4, 


Ksappeanng, 


mutants are 


the streets. Sources say that 


SinJ,EJ< Industries 


and its lethally gorgeous 


CEO, Elexis Sinclaire, 


are connected to the 


madness, As 


security professional, 


it's up to you. Colonel 


John R, Blade, to discover 


who or what is behind 


this sinful plague 
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AdiViaoH. 


Over-lhe-To p Action 
•Blast ynur way through 
complex levels of unholy 
terror as you investigate 
the secret source of the 
crime epidemic plaguing 
the city, 


ritual 


.Hj’per-Inleraclive 
Envir onments 
Walk, run, swim, and 
even drive through six 
distinct worlds enriched 
with beautiful graphic 
detail and a rich inter- 
woven story line, 

Never-Before-Seen 
Wea pons 
Your arsenal includes 
laser-sighting sniper 
rifles, remote-control 
detonation devices and 
extreme weapons so 
powerful they will rip 
you apart. 


Multiplaye r Sinfests 
Gel into some of the 
mast intense DeathMatch 
levels ever created as you 
annihilate others over 
modem, LAN and 
seamless Internet play. 


coming spring '998 
on windovus 95/NT cd-rom 
vuvvn/.QCtii/isiofi.corn 
www.ritUjQl.corn 





wait is over! 

The most anticipated historic flight sim ever' 
developed is here, and it’s everything you hoped 
it would be. Soar into the flak-filled skies of 
World War I in precisely modeled aeroplanes. 
Engage in close quarter dogfights with the 
first aerial aces in history. Ascend from wingman to 
squadron captain as you patrol over 40,000 miles 
of the Western Front. History was never this real. 
So watch your tail. 

The Baron is back! 


Visit otfrintigite and download the original Red Baron*' for free! http://www.sien’a.com/RB2 
”1997 Sieira On-Line, BeHenie, WWOZ^nd/or'* designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. 



“This simulation has everything a W.W.I or propeller- 
driven combat simulation enthusiast could ask for,” 
Rod White PCME 



“Red Baron II looks to be most the authentic 
simulation of the Great Air War yet" 
On-line Gaming Review, Paul Bannister 

#■■■ 


“It’s open cockpit, pre-radar, crash-n-burn dogfighting at its 
best-a simulation well worth the prolonged wait...” 
Game Briefs 


“The dynamic campaign and mission editor give the 
product more replay value than any other W.W.I 
simulation we’ve ever seen.” 

Gameslice 


“Attention to detail translates into atmosphere, 
and with period photographs, 16 mm film style briefings, period 
maps and excellent sound, RBII has atmosphere in spades!” 
Hardcore Gamer 



“Success flourishes only in perseverance 
-ceaseless, restless perseverance.” 
Baron Manfred von Richtofen. 
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Galeway200Q,.2,, 




PROS: Speedy per- 
formance; cool- 
looking case. 
CONS: Cool- 
looking case makes 
it hard to add new 
components; DOS 
driver support is 
subpar. 


I n many ways, the G6-233 mirrors the 
higher-end Gateway system we reviewed iast 
month. However, it has a somewhat belter 
CD-ROM solution for gamers, rather than a 
DVD drive with iffy performance. But like its high- 
priced cousin, it has problematic DOS audio 
performance. 

Gateway has made a reputation for aggressively 
priced systems, and the G6 series is no exception. 
It’s one of the three Pentium II systems in the 
roundup. Like the Dell system, it’s AGP enabled. 
Gateway is another direct marketer, so if you buy, 
make sure you gel exactly what you specify. It’s 
not that Gateway will try to shortchange you, but 
rather that the company tends to offer what com- 
ponents it has in stock at any moment. 

The G6 is one of the new breed of "sculpted" 
PC cases, which usually means that replacing 
front-panel components {the CD-ROM drive, for 
example) is a chore, since the tray bezel is cus- 
tom-designed. It’s a big case, though, so the 


internal layout is quite accessible. There are three 
DIMM sockets for memory, one of which was 
filled. There are two free PCI slots and one 
shared PCI/ISA pair. Despite the fact that it has 
such a large case, the G6 has only three drive 
bays free; one 3.5-inch and two 5.25-inch. 
Opening the case involves removing a pair of 
thumbscrews. Cables are color coded, but 
there were no matching color-coded con- 
nectors on the test system. The power 
supply is a skimpy 200-watt unit. 

As you might expect, the performance 
was pretty solid. The 3D performance of 
the STB Velocity 128 was exceptional, 
edging out the Dell system for top 3D 
WinBench honors. Windows and DOS 2D bench- 
mark results were also top-notch. The system’s 
relatively poor Business Disk WinMark results 
were about the only problem. 

Game performance was typically very good, 
which is to be expected from the AGP RIVA 
128/Pentium II pairing. We’re eagerly anticipating 
the release of Windows 95 OpenGL drivers for 


the STB card, but until then, no GL Quake 
for Gateway. 

One of the problems with the Gateway system 
was the absence of DOS drivers, particularly for 
the PCI audio card. We managed to gel hold of 
Gateway, which supplied us with a set of drivers, 
but it took a lot of doing to get real-mode drivers 
working reliably from the DOS 
prompt. While it’s true that pure 
DOS games are becoming 
fewer in number, there are still 
many high-profile DOS games 
emerging, such as X-COM 
Apocalypse and Armored Fist 2. 
While most current DOS releas- 
es can be played from a DOS window, there’s 
always a performance penalty that some people 
are unwilling to pay. 

The bottom line is that Gateway’s G6 is a nice, 
speedy system, but be aware that the sound card 
is more of a Windows 95-only solution. -LC 


Gateway 2000 G6-233 
Price: $2,414 
(800) 846-4208 

www.gateway.CQm 
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Universal Remote, 
approx. $70 


Personal Computer, approx. $2499 


Game Station, approx. $199 


Fax Machine, approx. $250 


27-inch TV, approx. $ 1 500 


Surround-Sound Stereo, 
approx. $2900 


DVD Player, approx. $1200 


Presentation Projector, 
approx. $4700 


Internet TV, approx. $280 


2 High-Fidelity Speakers, approx. $900 
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"You've^oiafyiendin the business."® 



For more information on Euro Furniture, go to www.sanus.com. 
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“You’ve ^nt a friend in the business . "® 


For a lot less. Add it up. All that technology costs — and takes up 
square footage. The Destination® Digital Media Computer gives you the same 
technology without the price tag, at a fraction of the space. 

The Destination DMC integrates 3-D gaming, digital 
TV, DVD technology, PC capabilities, Internet access and the ability 
for home automation in one entertainment system. All displayed on 
monsterous 31-inch or 36-inch (35.5" viewable) SVGA monitors. 

Imagine a 31-inch or 36-inch (35.5" viewable) playing field 
for your favorite world-saving crusaders. Imagine an optional 
Apocalypse™ 3Dx graphics accelerator that takes gaming to the nether 
regions. Imagine a cordless keyboard and mouse that let you move 
about freely. 

It's all reality with the Destination 
DMC. Plus, you get so much more for so much less. 

Add it up. You’ll see that the Destination 
Digital Media Computer is the ultimate digital media 
experience for less. Call us today. Ditto. 
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Gateway™ Destination'^ Big Screen PC/TVs. 


D5-166 


■ Intel® 166MHzPentium®Processor 
with MMX"" Technology 

■ 32MB SDRAM 

■ 512K Pipelined Burst Cache 

■ Destination 31" SVGA Monitor 

■ 2MB Graphics Accelerator with Cable-Ready TV Tuner 

■ 2GB lOnis Ultra ATA Hard Drive 

■ i2X min/24X max CD-ROM & 3.5" Diskette Drives 

■ Ensoniq®Wavetable Audio 

► Boston Acoustics® MicroMedia'" Speakers 

■ TelePath® Modem/or Windows with x2''' Technology’ 

■ 7-Bay Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated 
EZ Pad® Pointing Device 

■ Cordless Field Mouse® Remote 

■ Microsoft® Windows® 95 

► Microsoft Choice Software* 

■ Gateway Gold'" Service & Support ’ 
for Big Screen PC/TVs 

$2499 As low as’' $87/ino. 

Gateway Destination 

Digital Media Computers 


D6-233 


■ Intel 233MHz Pentium® II Processor with 512K Cache 

■ 64MB EDO DRAM 

■ Destination 31" SVGA Monitor 

► 4MB Apocalypse'" 3Dx Graphics Accelerator 

■ 2MB Graphics Accelerator with Cable-Ready TV Tuner 

■ 4GB 10ms HIDE Hard Drive 

► DVD-ROM Drive & DVD Decoder Card 

■ 3.5" Diskette Drive 

■ EnsoniqWavetable Audio 

► hannan/kardon® Home Theater Surround Sound System 

■ TeiePath Modem for Windows with x2 Technology' 

■ 7-Bay Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated 
EZ Pad Pointing Device 

■ Cordless Field Mouse Remote 

■ MS Windows 95 

► Microsoft Choice Software* 

■ 3-D Gamer’s Bundle" 

■ Gateway Gold Service & Support ' 
for Digital Media Computers 

$3999 As low as’'$139/nio. 


DS-200 


■ Intel 200MHz Pentium Processor 
with MMX Technology 

■ 32MB SDRAM 

■ 512K Pipelined Burst Cache 

■ Destination 31" SVGA Monitor 

■ 2MB Graphics Accelerator with Cable-Ready TV Tuner 

■ 4GB 8.5ms Ultra ATA Hard Drive 

► DVD-ROM Drive & DVD Decoder Card 

■ 3.5” Diskette Drives 

■ Ensouiq Wavetable Audio 

► Boston Acoustics MicroMedia Speakers 

■ TeiePath Modem /o/' with x2 Technology' 

■ 7-Bay Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated 
EZ Pad Pointing Device 

■ Cordless Field Mouse Remote 

■ MS® Windows 95 

► Microsoft Choice Software* 

■ Gateway Gold Service & Support 
for Big Screen PC/TVs 

$2999 As low as" $I04/mo. 


D6-300XL 


■ Intel 300MHz Pentium II Processor with 512K Cache 

■ 64MB EDO DRAM 

► Destination 36" SVGA Monitor (35.5" viewable) 

► 4MB Apocalypse 3Dx Graphics Accelerator 

■ 2MB Graphics Accelerator with Cable-Ready TV Tuner 

■ 8.4GB 8.5ms HIDE Hard Drive 

► DVD-ROM Drive & DVD Decoder Card 

■ 3.5” Diskette Drive 

■ Ensoniq Wavetable Audio 

► harman/kardon Home Theater Surround Sound System 

■ TelePatli Modem /o/' Windows with x2 Technology" 

■ 7-Bay New-Look Charcoal-Colored PC Case 

■ Cordless Keyboard with Integrated 
EZ Pad Pointing Device 

■ Cordless Field Mouse Remote 

■ MS Windows 95 

► Microsoft Choice Software* 

■ 3-D Gamer’s Bundle” 

■ Gateway Gold Serviced Support' 
for Digital Media Computers 

$4999 As low as" $I74/mo. 


* Please ask your sales rep about your software 
options. You tell us which Microsoft Choice software 
suite meets your needs and we'll pre-install it for you! 
'Maximum data tran.fer rate dependeul on certain 
variables including particular modems with which you 
are communicating, telephone lines, communications 
software and communicalion.s protocol. 

"3-D Gamer's Bundle includes Ultimate Race'f 
Virtual On'" and Aetna Soccer'“ 

'Destination 31-inch and 36-inch monitors are 
covered by a one-year limited warranty. Call or write 
fora free copy. 



"You've got a friend in the biisines.^.’’® 


800 - 846-8571 

www.destination.com 

610 Gateway Drive, I’.O. Box 2000 • North Sioux City, SD 57049-2000 
Phone 605-232-2000 ■ Fax 605-232-2023 
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©1997 Gateway 2000, lac. GATEWAY 2000, blatk-and-viliile spot design, "G” logo, Destination, TeiePath. EZl’ad, Field Mouse and "You've got a friend in the business" slogan arc registered iraderaaiks; GATEWAY is a tradetnark; and Gateway 
GoldisaservicerrarkofOateway 2000. Inc. The Intel Inside Logo. Intel and I’enliuin arc registered trademarks, and MMX is a iradeinaik of Intel Corporation. Not all Gateway Destination systems contain the Pentium 11 processor. All other brands 
and product names arc trademarks or registered Iradcinarks of their respective companies. Many Galcway2000 products are custom engineered to Gateway 2000 specifications, «hich may vary from the retail versions of the software and/or hardware 
in functionality, performance or compatibility. All prices and configurations are subject to charge without notice or obligation. Prices do not include shipping or applicable sales tax. 
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ptivaLsi 

B ig Blue has certainly had a bumpy ride 
through the PC revolution. Now wiser 
for the mileage, IBM is making PC sys- 
tems that use open-market commodity compo- 
nents, and it has even managed to show some 
flair for design with its Aptiva line. 

The unit’s monitor features an embedded 
Bose speaker system, a USB port, and jacks 
for headphones and a microphone, as well as 
a volume knob. Getting into the system is fairly 
straightforward, thanks to a side panel that 
comes off sans tools. The Aptiva detected the 
USB joystick without incident, though DirectX 
was nowhere to be found on the system. 

Despite the high-profile name, Aptiva’s Bose 
speaker system was unable to produce much In 
the way of volume, and the speakers seemed 
strained at higher volume settings-unfortunate 
considering the presence of Crystal Semi- 
conductor’s beefy PCI-based 4610 chipset, a 
high-powered audio DSP capable of producing 
impressive 3D-positional audio. 



This Aptiva posted unimpressive numbers. 

IBM is using Trident’s 3D Image 975 chip, but 
with only 2MB of video memory, which made for 
glitchy performance. Its 3D WinBench 97 perfor- 
mance was among the siowest. its 20 Windows 
numbers and its Business Disk WinMark num- 
bers were also unremarkable. CPU performance 
ranked on par with other P55C 233MHz sys- 
tems, and its CD-ROM WinMark numbers were 
competitive, dme and WinQuake numbers were 
the slowest of all the boxes we tested. 


Its Direct3D game scores were also lacklus- 
ter, and because the system comes with only 
2MB of video memory, several games had 
graphic or performance problems. The only 
game that ran reasonably well was Microsoft's 
Flight Simulator 98, but even it suffered seri- 
ous texture aliasing. We’d suggest you look 
elsewhere with your $2,500. -DS 

IBM Aptiva LSI 
Pries: $2,398 
(800) 426-3333 

www.us.pc.ibm.com/aptiva 

PROS: Interesting monitor design; 
heavy-duty audio chipset. 

CONS: 2MB video memory; shaky 
Trident graphics 
drivers; 
uninspired 
overall perfor- 
mance. 




IUTBIA> 


Hewlett-Packanl Pavilion, 


T he Pavilion 8160’s components are fairly 
typical, though HP’s choice of ATI’s now- 
aging Rage ll-f 2D/3D chip hurt it in sever- 
al key performance areas. Getting into the box is 
relatively easy; getting back out is another mat- 
ter. That old adage about things being much 
easier to take apart than reassemble applies 
here. With a little gentle brute force, we managed 
to get the unit’s side panel back In place. 



Motherboard layout is clean, and parts are readi- 
ly accessible. One good piece of news is that the 
ASUS motherboard will automatically disable the 
on-board ATI graphics chip if another PCI graph- 
ics card is present in the system. The 8160 
arrived with DirectX 3 installed, but not DirectX 
5.0. However, real-mode drivers for audio, 
mouse, and CD-ROM were present and config- 
ured. The unit also detected our USB joystick 
without any trouble and installed its driver. 

Put to the test, the Pavilion was an under- 
achiever. Like the IBM Aptiva, the HP box was 
dogged by problems owing to its slim 2MB of 
video memory. Its 3D WinBench 97 performance 
was last among systems with 3D accelerators. 

Its 2D Windows performance was also unim- 
pressive, as were Disk WinMark, CPU16, and 
CPU32 numbers. HP’s CD-ROM WinMark num- 
bers redeemed the unit somewhat, and its Quake 
and WinQuake TimeDemo scores were certainly 


competitive. But Direct3D games caused more 
than a few headaches: Wipeout XL did not run at 
640x480, and Moto Racer delivered a frame rate 
of only 10fps, with incorrectly drawn palm trees. 
Pavilion did manage 18fps on the Terramark test, 
but only after we reduced the texture resolution. 

Despite a few highlights, we can’t recommend 
the Pavilion as a gaming rig.-QS 

Hewlett-Packard Pavilion 8160 

Price: $2,298 

(800) 426-3333 

www.hp.com/hpd/hp-at-home.html 

PROS: Real-mode drivers ready to go. 
CONS: Poor 
overall perfor- 
mance; Direct3D 
games don’t 
run well. 








Software © 1997 Eleclrotilc Arts. John Madden Football, EA SPORTS, the £A SPORTS logo, Liquid Al and 'U It's in lha game, it's in the game." are trademarks or registers 
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www.easports.com 


It’s allied Liquid AIL chief, and you better get a heads-up 
on what it is before it crushes you like a little ant. - 



demarks of Electronic Arts In the U.S. and/or oiner counirtes. AJI rights reserved. Ofticlally Licensed Product of the National Football League Players.® 1997 Players Inc. The PLAYERS INC logo is a trademark of the NFL Players. The NFL 
lei trademarks are the property of their respective owners. 24-7 Hut! 
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Peitorniance Tests 

How We Tested 

It’s always a challenge to test systems. We assembled quite an arsenal of 
benchmarks and games to exercise alt the systems we gathered. General 
system testing was performed with WinBench 97; we used the Business 
Graphics WinMark, Business Disk WinMark, CD-ROM WinMark, CPUMark 
16, and CPUMark 32, Benchmarking 3D graphics began with 3D 
WinBench 97 and continued with a host of games, including Microsoft 
Flight Simulator 98, EA's Moto Racer, Psygnosis' Wipeout XL, Eidos’ 
Terramark, and Quake (DOS, WinOuAKE, and GL Quake where appropriate). 
We also benchmarked DOS performance using CBench, 


We conducted the synthetic tests with each 
system just as it came out of the box, since most 
people don’t tweak with BIOS settings or defrag 
the hard disk to move all the applications to the 
outer tracks. The Graphics WinMark tests were 
conducted at 1024x768x65,565 colors and 
800x600xtrue-color (24-bit color for some sys- 
tems, 32-bit color for others). In addition to the CD-ROM WinMark, we 
measured the CPU utilization for the CD-ROM. Be aware that we did only 
overall CD testing, not outer-track testing, but since most of the drives 
were either CAV (constant angular velocity) or partial-CAV drives, the outer- 




A 
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track perfotrrraace will be better. Since most CDs aren't tull, tbougb, you'll 
rarely see the maximum performance possible on some systems. 

Many system tests are performed out of context, to stress a single part 
of the system. While we did our share ot those kinds of tests (3D WinBench 
97, for example), game testing was performed with audio enabled and, 
where appropriate, |oysticks connected. After all, you wouldn't play Flight 
S iMULATon 98 with the keyboard and no audio, would you? Ultimately, we 
wanted to see how the systems behaved with realistic loads. 

We conducted ail the game tests at 640x480, unless otherwise noted. 
The Quake numbers are collected using Quake's built-in HmeDemo feature. 
We ran TimeDemos 1, 2, and 3 and averaged the results. We tan Microsoft 


Flight Simulator 98 with detail features 
cranked up and in full-screen mode. You 
enable the frame-rate counter by pressing 
Shift-Z twice when in flight mode. We cap- 
tured the frame rate using the supplied "new features" VCR replay that 
comes with the title. To enable the frame counter in Moio Racer, start the 
game from a DOS Window and type "moto -ijkimnop". Then, in the rac- 
ing screen, hit Shift-FI to turn on the frame counter. Wipeout XL's frame 
counter is enabled by simply typing “framerate" at the race screen. The 
Terrahark benchmark, based on Eidos Interactive's Terracide game 
engine, was supplied to us by Eidos; it's not available for wide release, -l£ 
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Simply put, games are meant to be dominated, not 
merely played. And though practice may eventually get you 
to perfection, the Microsoft® Sidewinder® Precision Pro will 
get you there a lot quicker. 

And with the new ergonomically designed stick, buttons 
are at your fingertips and right under your thumb. You know, 
the same place you wish your games were. 

Microsoft 

Where do you want to go today?^ www.microsoft.com/sidewinder 


With Microsoft Sidewinder Precision Pro you get: 

• patented digital-optical technology 

• unbeatable accuracy and reliability with no actual wear and tear 

• shift button to double functions 

• map specific keystrokes, maneuvers, and strings 

• 30 pre-loaded game profiles 

• on-handle rotation control 



' 1997 All rights reserved. Microsort, Sidewinder and Wliere do you want lo go today? ate registered trademarks olMlciosolt Corporation. 
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Packard-Bellpiafiimnpooo 


P ackard-Bell has been a dominant player 
in the retail PC arena for several years, 
and now it's casting an eye toward the 
gaming hardware market. For this 
roundup, along with Dell and 
Gateway, Packard-Bell assembled a 
Pentium-!) based system that uses 
Trident's 3D Image 975 chip. But 
unlike Dell’s and Gateway’s, Packard- 
Bell’s box uses Intel’s 440FX chipset, 
so AGP support is lacking. 

Setting up this box is pretty 
straightforward, with a large step-by-step installa- 
tion guide and color-coded cables to help you 
along the way. It’s a bit tricky getting into the box 
at first: You have to undo two screws located on 
the bottom of the box to release the side panel. 
Once you’re inside, the motherboard layout is 
clean, with all parts easily accessed. The 
Phoenix BIOS lets you tweak basic system set- 
tings, but doesn’t expose more detailed settings. 


Real-mode drivers for audio, mouse, and CD- 
ROM were all present and ready to go. and the 
USB joystick was detected hiccup-free. The box 
arrived with DirectX 3 preinstalled, though 
DirectX 5 drivers weren’t included 
anywhere. 

Looking to the numbers, the 
Platinum showed decidedly mixed 
performance. While the 3D WinBench 
97 score helped bring up the rear, 
there were a few highlights in 
WinBench 97 testing. 2D Windows 
graphics numbers were lackluster, as was 
Business Disk WinMark. But CPU scores on 
both 16- and 32-bit tests were solid, and the CD- 
ROM WinMark score was also impressive. 
However, the Platinum posted the slowest overall 
TimeDemo scores from Quake and WinQuake, 
and its Oirecl3D game performance wasn’t 
much better, with all frame rates coming In 
under 20fps. In Microsoft Flight Simulator 98, 




we saw the same shimmering effect we saw with 
the IBM Aptiva, which also uses the Trident 3D 
Image 975 chip. 

Although Packard-Bell managed to deliver a 
system with a P-il CPU for under $2,500, it had to 
cut some fairly serious corners to get there. Most 
notably, by using a 440FX-based Intel mother- 
board in lieu of the newer AGP-equipped 440LX 
chipset, it limits performance. The LX chipset bet- 
ter handles system traffic-cop chores for memory 
access, and AGP allows 3D games to make better 
use of system memory as well as use more tex- 
tures and polygons for more realistic scenes. The 
Trident 975 graphics chip turns out to be not such 
a great choice for gamers, especially with better 
offerings like the NVIDIA's RIVA 128 proliferating 
the market. For about the same money, either Dell 
or Gateway can deliver a P-ll system with AGR 
and because both use the RIVA 128 chip, 

Direct3D performance will also be better. For a 
first outing in the gaming space, Packard-Bell has 
delivered a decent system, 
but until some of its kinks 
are smoothed out, we 
would recommend taking a 
pass on this one. -DS 


Packard-Bell Platinum 
3000 

Price: $2,398 
(888) 474-6772. 

www.packardbell.com/ 

PROS: Easy installa- 
tion; embedded head- 
phone/microphone 
jacks in monitor. 

CONS: P-ll CPU, but 
still PCI-based; spotty 
performance; DirectSD 
headaches. 
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Compaq Presario4814 
Price: $2,398 
(800) 345-1518 

www.compaq.com/ 

athome/showroom 


PROS: Easy Installation; 
caddyless/trayless CD-ROM 
drive; good system stability. 
COHS: Complete lack of 3D 
hardware; overengineered; 
unremarkable performance. 


T his is Compaq's sec- 
ond year in our UGM 
roundup, and this 
year the company 
brought in its Presario 4814, a 
233MHz Pentium with MMX 
rig that, though a decent per- 
former, is missing a key appendage: a 3D accel- 
erator. Though a curious omission, Compaq has 
adopted a '‘3D-agnostic" approach with this 
Presario, figuring that users can pick and choose 
the 3D solution they want. While perhaps a sensi- 
ble business decision, it seriously handicaps this 
Presario in a roundup against systems that fea- 
ture the latest 3D iron. Not even opting for S3’s 
ViRGE 2D/3D chip, Compaq has instead imple- 
mented S3’s aging 2D-only Trio64V2 chipset, 
which showed its gray hairs in 2D-inlensive tests. 

Compaq has come up with some interesting 
design twists, some belter than others. The 
Presario’s monitor features a large volume knob 
and side-mounted JBL speakers that sound 


pretty good considering their lack of a 
woofer. The top-front panel of the tower CPU 
case features a variety of controls: sleep 
mode, audio CD transport controls, and 
more. There's a slot for inserling/ejecling 
CD-ROMs, rather than a CD caddy or a tray. 
A front panel opens to reveal the Goldstar 
CD-ROM drive and a Zip drive. 

Compaq has a penchant for overengineering its 
systems, and this Presario is no exception. To gel 
into the box you need a special screwdriver that 
fits the three screws that hold the side panel in 
place. And once you’re inside, the fun’s not over 
yet: Compaq has come up with an inverted mezza- 
nine bus. We’ve seen this before and we don’t like 
it any more the second time around. To get at sys- 
tem innards, you have to first remove the entire 
ISA/PCi mezzanine bus. Compaq’s BIOS seems to 
be there more to tell you what Compaq has decid- 
ed the system settings are, rather than to let you 
get very deep info tweaks. The system arrived with 
DirectX 3 installed, and two out of three real-mode 


drivers-mouse and CD-ROM (but not the sound 
card)-ready to go. It did find the USB joystick and 
installed its driver without incident. 

Presario’s numbers are, not surprisingly, not 
impressive. The unit was able to run 3D WinBench 
97 in software emulation owing to its lack of 3D 
hardware. Its WinBench 97 Business Graphic 
WinMark scores were just about the slowest of the 
lot, as was its Business Disk WinMark score. 
About the only favorable bump for Compaq came 
in CD-ROM WinMark, CPU16, and CPU32 tests, 
where it was competitive with other Socket 7 sys- 
tems. Its Quake and WinQuake TimeDemo num- 
bers ranked in midpack, and it was unable to run 
any of the DirectSD games accelerated. 

To Compaq's credit, the Presario 4814 ran 
through our battery of tests without a complaint, 
and the 3D tests executed fine in software, just 
very slowly This box came in $100 under our 
$2,500 mark, and with the addition of some 3D 
iron, it might be an adequate system for 
home/multimedia users who moonlight as 

gamers. But its lack of 3D acceler- 
ation coupled with otherwise unre- 
markable performance make it 
very hard to recommend. -DS 
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ULTIMATE CAME MACHINE 


Features 



Vendor 

System 

Compaq 

Piesaria4814 

Defl 

Dimensifln XPS D233 

Falcon NW 

MachV 

Gateway 2000 
00-233 

CPU 

233MHz Pentium witti MMX 

233MHz Penb'um II 

233MI-IZ Pentium with MMX 

233MHz Pentium 11 

Motherboard 

Compaq 

Intel 

ASUS 

Intel Astoria 

Chipset 

430TX 

440LX 

430T)( 

440LX 

RAM (Amount/TiTDe) 

32MB EDO RAM 

32MB SDRAM 

32MB SDRAM 

32MB SDRAM 

2D Graphics (chip, AGP/PCI) 

S3Trio64V2 

STB Riva 128, AGP 

Diamond Viper V330, PCI 

STB Riva 128, AGP 

3D Graphics (chip. AGP/PCI) 

NONE 

STB Riva 128, AGP 

Diamond Viper V330 and Canopus RjreSD 

STB Riva 128, AGP 

Hard-Drive (Size/lype) 

6GB EIDE 

8GB IBM Deskstar 

4GB Western Digital EIDE 

4GB Quantum Riebail IDE 

CD-ROM or DVD 

(aoldstar 24x 

Toshiba 24x IDE 

Toshiba 24x iDE 

Mitsumi 12x/24x 

Monitor 

Compaq 

Dell 17-inch 

Optional Quest V773 17-inch 

Gatew^ 17-inch 

Audio Subsystem 

ES1887 PnP /^dioDrive 

Creative AWE 64 

Creative Labs Sound Blaster AWE 64 

ENSONIQ Audio PCI 

Speakers 

Monitor-mounted JBI 

Wtec Lansing ACS-90 

Altec Lansing ACS-90 

Boston Acoustics 

Modem 

Compaq Presario 56K-VSC 

Sporteter 56K Intern^ {x2) 

U. S. Robotics Sportster 56K (x2) 

Telepath for \Mndows (x2) 

Game Controiler(s) 

NONE 

Microsoft Sidewinder Pro 

CH GameStick 

Microsoft Sidewinder Pro 

BiOS 

Compaq 

Phoenix 

Award 

Phoenix 

USB Supplement installed? 

YES 

YES 

YES 

YES 

Price 

$2,398 

$2,379 

$2,495 

82.414 

C6 Labs’ Rating 

2 

4.5 

4,5 

4 

Phone Number 

(800) 345-1518 

(800) BUY-DELL 

(888) fALCON-l 

(800) 8464208 

V/eb Address 

www.compaq.com/ 

athome/shavroom 

www.deli.com 

www.falcon-rrw.com 

www.gateNvay.com 

hp-at-home.html 
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ULTIMATE GAME MACHINE 




HeiflM-Padianl 

Pavilion 8160 

IBM 

Aptiva LSI 

Micron 

Matennia MME 

PackanLBefl 

Platiium 3000 

Sofid Convuter 
Game Duke 


233MHz Ftentium with MMX 

233MHz Pentium with MMX 

233MH2 Pentium with MMX 

233MHz Pentium It 

233MHz Pentium !l 


ASUS 

IBM 

Intel 

Intel 

Intel 


430TX 

SIS 

430TX 

440FX 

440FX 


32MB EDO RAM 

32MB EDO RAM 

64MB SDRAM 

32MB EDO RAM 

32MB EDO RAM 


ATI 3D Rage 11 

Trident Image 975 

Diamond Stealth 3D 2000 Pro 

Trident Image 975 

Hercules Dynamite 128 


ATI 3D Rage II 

Thdent Image 975 

Diamond Stealtti 3D 2000 Pro 

Trident Image 975 

Diamond Monster 30 


6GB Quantum Bigfoot EIDE 

4GB Maxtor 64200A8 

4GB Western Digital 

4,3GB Seagate ST34342 

4GB Western Digital 


Goldstar 24x 

Mitsumi 

Hitachi 24x IDE 

Goldstar 24x 

Toshiba 24x IDE 


HP 15-inch w/attached speakeis 

IBM 15-inch 

Micron 17-inch 

Packard-Bell 17-inch 

Princeton EO 70 


Analog Devices AD1816 

Crystal CS4610 

PCI Audio Accelerator 

Awe 64 Value 

Yamaha 0PL3-Ax Sound System 

Sound4 Audio Dewce 

Creative Labs 


Monitor-mounted Polk Audio 

Monitor-embedded Bose 

Advent AV270 

Monitor-mounted satellites and 

embedded woofer 

Advent AV27D 


LTWin Modem (K56Rex) 

LTWin Modem (K56Rex) 

USR Sportster 56K M Internal (x2) 

Sound4 Winmodem 

Diamond Supra 56i 


NONE 

NONE 

Microsoft Sidewinder Pro 

NONE 

Thrustmaster X-Rghter 


Phoenix 

ISM 

Phoenix 

AMI 

AMI 


YES 

YES 

YES 

YES 

YES 


S2,298 

$2,398 

$2,288 

$2,298 

$2,350 


2 

1,5 

3 

2,5 

3 


(800)426-3333 

(800)426^ 

(800)209^ 

(888) 4746772 

(888)^44984 


WWW, hp.com/hpd/ 
aptiva 

v/ww,us.pcibm,com/ 

www,micfonpc.com 

www,packanjbe!l.com 

www.vaiuepc,com 
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> ENLIST THE RIO OF 
FRNTRSTIC CliORRCTERS. 


> CONFRONT CLfiSSIC 
TU RNO FILM STRRS. 


ATXenTIOn aXL aDVenXUrers. by cdict of thc cranD inQUisixor. THe 
Gxeax unDeXGXOUnD Empire ox ZOIK nas Been seaLen OFF aiiD me 
pracTice of macic oecLareD PUniSHaBLe BY XOXemizaxIOn (a very Ban 
THinc). oiiLY a True aovenTurer can SXOP XHC GrailD IIlQUISIXOr ano 
resTore macic to its tightful piace. can YOU save XHe unnerGEOUnD? 
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ULTIMATE CAME MACHIHE 


Long Story 
Short... 

O f the nine boxes we looked at this month, your 
best choice boils down to three, and among 
those three, it comes down to polish versus 
power. Dell and Gateway both delivered P-ll AGP 
systems powered by RIVA 128 graphics acceler- 
ators, and they turned in very solid numbers for 
$2,500 systems. Both boxes, however, leave it to you to "tight- 
en the last few screws": installing real-mode drivers, getting a 
game controller, getting the latest rev of DirectX. Falcon 
Northwest, on the other hand, delivered a 233MHz Pentium 
with MMX PCI-based system with a PCI RIVA 128 board and 
SDfx’s Voodoo graphics chipset to boot. And because gaming 
rigs are Falcon’s bread and butter, it sweats the details to make 
this version of the Mach V ready to roll. 

The difference in performance befween the Falcon and the 
two P-II/AGP systems bear out the P-H’s superiority, however 
the Falcon includes the 3Dfx Voodoo graphics that will run all 
3Dfx/Glide titles. The Dell and Gateway units are pretty much 
Direct3D-only boxes until a GL-miniport driver to run GL Quake 
becomes available later this year from NVIDIA. Over lime, how- 
ever, bofh the Falcon’s Pentium MMX CPU and the PCI bus 
will run out of gas before the P-II/AGP systems do, making 
major component swaps necessary sooner. If you’re leaning 
toward out-and-out performance, consider the P-ll/AGP boxes, 
but if you’re a serious QuAKE-head, or want to run 3Dfx or 
OpenGL titles, then we’d give the nod to Falcon. 

As for the other six systems we evaluated, each either had 
serious trouble running our test applications or had some glar- 
ingly weak performance component that kept them out of con- 
sideration. Compaq forgot about 3D graphics altogether, 
whereas Micron shot behind the duck in opting for S3’s unim- 
pressive ViRGE 2D/3D accelerator. Solid Computer arrived with 
too many rough edges despite good base components. HP, 
IBM, and Packard-Bell were dogged by driver issues and sub- 
standard performance. 

To be fair, if gets harder to produce a killer system as you 
lower the price-point bar. But we found three systems that will 
serve you well in your gaming exploits, none of which requires 
a Las Vegas jackpot to cover the bill. Of course, system prices 
are always a moving target, and by the time you read this, the 
systems featured here may have new (and it’s hoped, up- 
graded} components for about the same amount of money. 
Check with each vendor to see what kind of system you can 
have built for your hard-earned $2,500. % 


What’s Cool/ 

What Sucks 

What Sucks: 

Sculpted Cases 

To paraphrase Indiana Jones, "Why'd it have to be a sculpted case?" 

Take a standard case and leave it in the sun for a while to round the edges (you 
need to have that hot-rod rig strearhlined, right?). Guess what: Adding compo- 
nents that ate exposed in the front panel becomes a royal pain. If you want it to 
look good, you need to buy it from the same vendor-if it's available. Imagine the 
phone call: "I'd like the new Plextor 30x CD-ROM drive to tit in your drive bay." 
Sales rep: "Huh?" 

Uneasy Access 

Opening cases should be as easy as opening the hood on a car. In some 
cases (Falcon Northwest), the tool-tree case is a snap to open and close-we’re 
all for that. Out come the thumbscrews, off comes the side panel. In the Dell and 
Micron systems, opening the case reguires either another person or the growth of 
a third hand. Then there's the IBM case, which doesn't have any screws, but does 
require an advanced degree in jigsaw puzzles to put back together. Finally there’s 
the Packard Bell, which requires you to remove two screws from the bottom 
(that's right, the part that sits on the floor) to open the case. 

Mezzanine Buses 

Opening up the Compaq presents you with a high-tech version of a Rubik's 
cube. First, the cards are mounted in a different direction than in most tower 
cases. Secondly, gelling to them is a challenge. While it's nice to have a welfare 
program for unemployed mechanical engineers, this is ridiculous. 


Whafs Cool 

More Zip 

The Micron and Compaq systems come with a built-in Zip drive. You get 
100MB of removable storage, perfect for storing those pesky patches and driver 
updates for that inevitable day when you have to reinstall Windows 95— not to 
mention backing up all those save game files. 

Color-Coded Cables 

Inside the HP system are so many cables that it looks like two squids mating. 
Luckily, all cables and receptacles are coloi-coded. It makes setup much easier. 
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Millemniuni 3D Inceptor" 



Put real Space Shuttle technology into your hands 
with the latest in next generation 3D gaming. 
Millennium's 3D pitch-over, fast action grip 
allows players to wipe out opponents like 
other joystick. 100% digital technology 
precise control and instant setup makes 
a killer stick. 


Rajre 30™ 

This futuristic 3D/2D gamepad with analog accura- 
cy and digital speed gives you unbeatable in your 
face gaming. Rage's revolutionary ergonomic 
design allows for endless gameplay and enables 
up to 4 players to play at once. i 




NOSCJUf Pro 

Experience the thrill of real NASCAR racing 
action with the hottest wheel on the track, 
t! Super-realistic design, quick clamp set-up 
and great feel puts you in the driver's seat 
for all your favorite racing games. 


TOP CVN" 

Excels in all your favorite simulation and action games. 
Gives you the competitive edge you demand when 
battling aliens, carrying out interplanetary missions or 
just blowing away the bad guy! 



CIRCLE READER SERVICE #185 



www.thrustmaster.com 


ThrustMaster Inc., 7175 NW Evergreen Parkway #400, Hillsboro, OR 97124, 503*615-3200 

“NASCAH’PRO Raacing Wheel is oHicailly liceansed by NASCAR." 
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The two new RIVA 128 boards ate the biggest surprise. Canopus 3D, 
which made a splash last year with the Rendition-based TotalSD, has 
shipped its TetalSD 128V. Another shock came from motherboard manufac- 
turer ASUS, which got into the retail graphics card fray with its RIVA-based 
SDexPiorer. And Creative Labs surprised us with its Permedia 2 board. There 
are 17 new pieces of hardware here, so hang tight until the end— and let 
the showdown begin. 
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Matrox m3D 


3D games included: 


your PC 
for only $99* 


€ 

mokOH 


Experience the outer limits of 30 gaming ujith 
the nem Matrox m3D upgrade for games. .. 

Matrox m3D delivers over 30 frame's'per second 

of non-stop, arcade-action game play. Its extensive set of 

3D special effects offers breathtaking, reaiistic graphics for 

a more immersive gaming experience. You’ll be able to 

Tomb Raider. LUipeout XL. Terracide. and other hot 3D game 

HIGH f\ . 
titles at resolutions up to IQSM x 768 for superior image quality. 

LUhat’s more, Matrox m3D comes LUith lJltim@te Race™, 
Hexen 11™ : Continent of Blackmarsh, and over 20 game demos. 
For only $99‘. Matrox nr6D is the most cost-effective, full featured 
3D upgrade for your PC. Visit our UJeb site for more information! 



Over 20 3D game demos included: 


TOMB 

RAIDEJJ 




. 
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''TSSS™ 


► Ideal upgrade for PI33 (or higher) PCI and RGP 
systems mith compatible PCI slots 

*■ LUorks uiith all 3 MB PCI graphics cards, and 
Matrox Mystique®, Mystique® 220, Millennium 
and Millennium II graphics boards 

► PoujerVR PCX2 3D controller uJith >-1 MB of 
SDRBM memory 

► 3D features include perspective correct texture 
mapping, bilinear filtering. MIP mapping, fogging, 
alpha blending, and transparency 


niolfox 

1 > 800 - 362-9349 



a free matrox board check out 

www.matrox.com/mga/cgw 


Eslimolod sirool price. UIIim(|i'lo Race is a PoworVR Exlromo’' sollwarogatno. PowerVR and PowerVR Extreme" are trademarlrs or registered trademarks of VideoLogic Ltd. (UK). All rights reserved. 
Used with permission. NEC Electronius Inc. (USA) and Matrox Graphics Inc. (Canada) are authorized distributors ot Ultim@te Race. NEC Electronics Inc. is a woridwide distributor and licensee 
of PowerVR software games dovoloncd by Kalislo EntorlainmenI S.A. (Franco). ".>1997 Raven Software Corporation. All rights reserved, id Software, Inc. software code contained within Hexen ll'“ 
<e) 1996 id Software Corporation. All rights reserved. Developed by Raven Software Corporation. Published by id Software, Inc. Distributed by Acrivision. Inc. under sublicense. Hexenlu is a 
registered trademark and l-lexen 11"' is a trademark ot Raven Software Corporation. The Id Software name and the Id logo are trademarks ot id Software, Inc. Activlsion<!f) is a registered trademark 
of Activision, Inc. READER SERVICE #246 





ZD/3D COMBO CAROS 


Jazz Adrenaline Rush 3D 



J azz Multimedia's Adrenaline Rush 3D continues Jazz’s tradition of 
shipping low-cost graphics hardware. At $215, the Adrenaline Rush 
3D is priced lower than any other Voodoo Rush board we’ve seen. It's 
also a bit slower. Like other Voodoo Rush boards, its 2D Windows perfor- 
mance is probably its weakest link, but if you’re not running heavy 
Windows business applications, it's not that important. 

Recently, there's been a lot of ink about the 3D performance of the 

Voodoo Rush 


chipset. Voodoo 
Rush has some 
problems with 
applications that 
use simultaneous 
alpha blending and 
z-buffering. It so 
happens thatGL 
Quake uses-you 


guessed it-simultaneous alpha blending (for lighting effects) and z-buffer- 
ing. The engineers at 3Dfx are aware of the problem. We saw beta drivers 
that significantly improved GL Quake’s frame rate, though at press time they 
had not yet shipped. 

The Jazz Adrenaline Rush scores lower across the board than the 
Intergraph Intense 3D Voodoo we tested in November. Of course, it’s also 
less expensive, so that’s a consideration. The software bundle is nice, too, 
with 3Dfx-enhanced versions of Interstate '76, MechWarrior: Mercenaries, 
and Turok; Dinosaur Hunter. But for a few dollars more, you can do better. 


1 

Price: $215 

Contact: Jazz Multimedia, (408) 727-8900; wwwjazzmm.com 


APPEAL: Gamers on a budget looking for 3Dfit image 
quality and a good bundle. 

PROS; Low cost; full Implementation of Voodoo Ru^. 
CONS: Performance is a bit less than other Voodoo 
Rush boards. 


SEE: 


BATID***^ 



Hercules Thriller 3D 


A bout two years ago. Rendition made a 
splash with its Verite graphics 
processor, but since then it has been 
steadily losing mindshare among gamers. 
Hercules has just begun shipping the Thriller 
3D, which uses the Rendition V2200. 

Though a little late to the party, the V2200 
has the potential to start Rendition down the 
road to redemption. 



The Thriller 3D posted very good perfor- 
mance numbers across the board. The 3D 
scores were up there with the RIVA 128 boards 
and 3Dfx Voodoo graphics-slower in some 
case, faster in olhers, but very close overall. In 
some respects, the Thriller 30 is a little more 
polished than the RIVA 128-we saw none of 
the polygon cracking that's evident in the cur- 
rent release of RIVA drivers. 

One other factor is Rendition’s 
RRedline Windows 95 3D API. Games 
such as Flying Nightmares II, which use 
RRedline, offer serious performance gains. 

The 2D Windows performance was 
adequate, but unspectacular. DOS 
SVGA-graph- 
ics perfor- 
mance looks 
pretty good, 
too. At press 
time, the 


software bundle hadn’t been final- 
ized. The Thriller 3D comes in 
either 4MB or SMB versions, 
and supports video in, video out, 
and stereo shutter glasses at up to 150Hz due 
to the 230MHz onboard DAC. At the time we 
tested the card, a mini-GL driver for GL Quake 
was just around the comer. We tested the old, 
V1000 version of VQuake and got around 27fps 
in some Informal testing. 

Overall, the Thriller 3D looks to be a very 
interesting board. By now, the AGP version 
should also be shipping; based on our look at 
the Rendition AGP reference board, if should 
be quite speedy. 


Prtce: $179 for 4MB. $249 for SMB 
Conlaci: Horoules Computer Technology, 
(800) 532-0600; www.hercules.com 


APPEAL: Gamers looking for a fast 2D/3D combo. 
PROS: Exeellent 30 performance; great image quality. 
CONS: Standard VGA graphics sti]l slow. 
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“Half-Life may very well redefine 
the standard for action games.” 




-PC Games 


> 'iL 


% 
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“The best first-person shooter iesf 
we’ve seen.” a 


-Gamespot 




“Half-Life has some of the best 
adversaries in the entire action 
game genre.. .[it] eclipses the 
enemy Al in any other action 
game to date.” 

-Computer Gaming World 


“Gorgeous dynamic textures and 
intricate levels.” 

-PC Games 


1 :. 




“Valve’s skeletal animation 
system provides gamers with 
some of the most eerily life-like 
opponents they’ve ever seen.” 

-Computer and Net Player 


SIERRA" 


www.sierra.com/halflife 
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ATI 

Xpert @ Play 

T wo months ago, we said that ATI should 
get the award for most improved ven- 
dor. Since then, it has continued to 
tweak its drivers. The shipping version of the 
Xpert@Play we tested performed pretty well. 
The beta 
drivers we 
saw in 
October 
posted 
around 70 
on 3D 

WinBench; the current, shipping drivers are 
scoring just shy of 92. However, we got hold 
of some beta drivers that boosted the 3D 
WinBench score to a sizzling 121 , putting it 
within shouting distance of 3Dfx. After the 
shortcomings of the Rage 1 and II, ATI has 
redeemed itself with the Rage Pro. 

Alas, all Is not yet perfect. We saw some 
annoying texture defects in Flight Simulator 
98. particularly In dense scenery. Flying over 
Paris, we noticed the terrain textures flickering 
on and off. ATI is aware of the problem and is 
looking into it. 

The 2D performance is respectable, and 
the SVGA-graphics performance is a definite 
improvement over the Rage II. The only oddity 
was the unusually low score for Duke Nukem 
3D. ATI's performance with digital video play- 
back is stellar, and the company has recently 
begun shipping the All-in-Wonder Pro, which 
couples the Rage Pro with a TV tuner. The 
software bundle is a bit different, with 
Psygnosis' Formula I, Terracide, and a VRML 
browser. The Xpert series comes in either 
4MB or 8MB versions. 


Price: $229 (4MB, expandable to 8MB); 
TV tuner optional 

Contact: ATI Corp., (905) 882-2600; 
www.alitech.ca 

APPEAL: Those looking for an expandable general- 
purpose graphics card with fast 3D and good video. 
PROS: 6ood-and 
lniprovlng-3D perfor- 
loance; up to 8MB RAM; 
good video. 

CONS: Drivers are still 
works In progress. 





ELSA Victory Erazor 

I ot to be left out, ELSA has jumped on the RIVA 128 bandwagon. Unlike 
most vendors {save for Canopus), ELSA has put its own spin on this hot 
chip du jour. Like the Canopus Total3D 128V, the Victory Erazor sup- 
ports video capture, not just TV out. One nice feature of the video setup is 

the breakout cable. Rather than having 
a plethora of connectors right on the card, ELSA 
supplies a breakout cable that attaches to the card; 
the other end of the cable has the video input and 
output connectors (both composite and S-Video 
are supported). 

The performance is what you’d expect from a 
RIVA card. There’s still some visible cracking at 

Kk, 1 « m - w texture seams, but 3D WinBench reported that 

supported, which indicates that the 

y ’I ■£ y * I Erazor (who thinks up these names?) has drivers 

based on the latest build from NVIDIA. However. ELSA has undoubtedly tweaked the drivers a bit. 
The Erazor’s 2D WinBench scores were slightly belter than those of the Canopus or ASUS cards. 
While its 3D WinBench number was < 



about the same, its Flight Simulator 
98 frame rate was a bit higher. 

There’s not much ot a software 
bundle-a video-capture application 
and a sampler disk-bul the price is 
right. ELSA’s spin on the RIVA 128 
looks to be a pretty positive one. 


Price: $179 (4MB, MSRP), 

$155 (4MB, esiimated street price) 

Contect: ELSA, (408) 919-9100; www.efsa.G 
APPEAL: Gamers who already have 
games and want a really fast accelerator, I ■ i 

PROS: It's fast, It’s cheap, it’s pol- I^Sm ■ * 
ished, and it captures video. | W| * I 

CONS: limited software bundie; does- nT|?|W^n 
n’t run fil Qiuxe yet. 


ELSA Winner 2000 Office 


E lsa has built its reputation on delivering 
high-end graphics boards for demanding 
applications such as CAD or 3D modeling. 
Its drivers are known tor exceptional stability. The 
Winner 2000 Office is ELSA’s foray info the more 
general-purpose graphics card market, and it's 
something of a mixed bag. 

The 30 performance is decent, 
though nothing to write home 
about, although the 3D WinBench 
score was the highest posted by any 
of the PCI Permedia 2 boards we’ve 
tested. Its DOS performance is actu- 
ally pretty good, too, although the 
card lacks VESA 2.0 and couldn’t 
run DOS Quake at 640x480. It also 
didn’t have Windows 95 OpenGL 
drivers, an odd oversight for a Per- 
media 2 card, since the ICD for this 
chip is widely available. However, it 
was the only Permedia 2 card we 
tested that could run Duke Nukem 3D 
at belter than 320x200. 


Other than a virtual reality (3D) conferencing 
package and a huge assortment of drivers, the 
Winner 2000 Office has no software bundle. 

Its Windows 2D scores were subpar, though 
in reality, you probably wouldn’l notice it in real 
use. With expandability to 8MB and fairly aggres- 
sive pricing tor a Permedia 2 board, this card 
could be a sleeper 
for professional 3D 
users who want to 
do a little gaming. 
Let’s hope that the 
OpenGL ICD for 
Windows 95 will be 
available soon. 


Price: $190 (4MB), $299 (8MB) 

Contact: ELSA, (408) 919-9100; www.el$a.COm 
APPEAL: Professional graphics users look- i i _ i 
ing to do a little gaming on the «da 1^^ I ■ 1 1 | ] 
PROS: Good price for a Permedia 2 board; I^Su ■Mil 
decent 3D performance. 

CONS: Relatively low 2D Windows perfor- [J7j7i r!Brf1 
mance; no VESA 2.0 support In hardware. [LUlllJAaMA 
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from one test to another), so we don’t 
report formal results here. Besides, the 
FireGL Pro AGP board has SMB of fixed 
local memory, so the large texture 


scene, which uses only SMB of textures, 
would not have tested its AGP behavior. 
The testing software we used included 
the following: 



Synthetic Benchmarks 

3D WinBench 97 (final score) 

WinBench 97 Business WinMark (2D Windov/s 
GDI performance) 

TerraMark by Eides Interactive (version 2) 
CBench SVGA test (DOS performance) 


Game T ests 
Flight Simulator 98 
Wipeout XL 

More Racer ((he Delphine shipping version, not the £A version) 

Quake at 640x480 (GL Quake where applicable, WinQuake for DirectDraw testing, and DOS Quake) 

Duke Nukem 3D 


WinBench 97 Business WinBench 97 Business 

Graphics WinMark Graphics WinMark 

800x600x32 1024x768x16 


Quake TimeDemos 
al 640x480 


WinQUAKE TimeDemos 
at 640x480 


GL Quake Timedemo 
at 640x480 








Tcxiur: DKompnision 


UptuBlendinf/ra^ 


Slanddidte-Htmivv 


DVO-Q<ut>TVlilto 


MORE FEATURES 


FEATURE 

TuiqleSttqEii^iM 


ARIRt^Rby HdtroiHystiqiK Diamond Honsl<r}D I 




I If you an see it, 

" you can be it 
-when you’re an ATI 

XPERT@Play. 


No-compromise 3D, 2D and video 
acceleration, with TV out 
More critical 3D features including 
bilinear filtering, alpha blending and 
special effects than any other card 

• Non-stop 3D acceleration with over 
1.2 million triangles per second and 
60fps gameplay 

DVD-quality, full-screen, full-motion 
video 

• Take gameplay to new heights by 
connecting to a large screen 

TV or record scores to a VCR 

• Includes hot 3D games like Formula 1 
and Terracide 

• Prices start at just $249 

'■« Checkoutwww.atttech.com/cgw 
. or call (905)8^-2600 


CepytightW?. ATITechneiogifl Iik. 4T!,AP£RI<flai,and3DRl(iEPR0 and ATl-TV are trademarks and/Mtegdlfted ttademarksolA7l7tchiio!cflif5ln<.4'lsthei(cmpany 
and/or product namesate trademarks and/or registered trademarks oi iheit tespeiiive manufactuiets. Features, perldtnrance.arrdspecificatidns mayvatybycpetaiinq 
enviiotrmem andaiesubietiiochangeisilhoutnsike. Products may riot bea5e«acilyshown.lWinbetich97and5DWinbench97, enaPentium II 266MHt,512K cache, 32M9 
SDRAM itiemotyail024>769>16bpp.«-'75Ht and 640i480<16bpp,l75Ha respectively. Hardware and dirverveisions used- ATI XPERT^PlayAMR, driver v4.10:Maiios Mystique 
AMBSGRAM vU.diivervS.lA, Creative 3D EVastet4MSS6RAMvI.2l, driver v4.02.0201:Crea!iveCiapbrcs Plaster 3D AMRRAM SUS. driver v4.03.00.2I01. 2 Screenshot etamples 
IromfORMULAlfORMljLAIisthetteaiiotiotPS’fGNOSIS.UensedbyFOCAtoFuiilelevision.Usedwithpeimissien Teiiacide is a registered iiademaikolEidesInteiactive. 
WIRlisaregisietedirademaikolPLATINljMTethnologvtnt ’SuggesledretadpritefcriMBupgradeabtevervor. CIRCLE READER SERVICE slQ6 


NowYouSeelt. 

www.atltech.com/cgw 







Diamond Stealth II 

e reviewed the Stealth II in December, but wanted to mention it 
again here for completeness’ sake. We also ran the Wipeout XL 
frame-rale test to 
complete the benchmark 
suite. The Stealth II uses 
Rendition’s V2100 2D/3D 
accelerator. It is strictly a 
graphics card, without bells 
and whistles (no TV out, for 
example), but it’s cheap and 
fast (except for 320x200 
VGA graphics mode, which 


is almost irrelevant at this point in time). If you’re on a 
tight budget, this is the card for you. Adding a Pure3D 
with this baby would give your system a terrific 1 -2 
punch: fast DirectSD performance, fast 3Dfx perfor- 
mance, and support for Rendition’s RRedline 3D API. 






Canopus 
TotalSD 128V 


T heTotal3D 128V arrived in 
our offices unbeckoned, like a 
baby left on a doorstep. As 
with last year’s Total3D, this year’s 
model applies a few enhanced 
twists to a familiar formula, in this 
case, the RIVA128. The 128V offers 
highly enhanced video-capture 
capability. It’s not really a substitute 
for a Targa board, but it does do 
high-resolution still captures (a la 
Play's Snappy frame grabber) and 
software compression on the fly. 
There’s no TV tuner, though, so you 
need to supply the NTSC source. 

As with other RIVA128 boards, 
this is one fast card-fast in 3D, fast 
in 2D Windows, and fast in DOS 
VGA. The only downside is RIVA’s 
4MB limitation. 

Game performance proved to be 
stellar, too, though the V2200-based 
Thriller 3D and the ever-evolving 
drivers of the ATI Rage Pro are 
closing in. The only 3D oddity 
occurred in Flight Simulator 98, 
which showed some of the solid 
gray distance haze texturing evi- 
dent in earlier RIVA drivers. 

According to Canopus, that prob- 
lem has been fixed with recent 
driver releases. We also ran into 
a problem with WinBench 97; 



The card couldn’t complete the 
benchmark. Again, it was a problem 
we’d seen with other early RIVA 
drivers, and we expect it to be 
addressed by the time you read this. 

The TotalSD 128V comes with no 
bundled games and includes only a 
software sampler; the software bundle 
consists of a VRML modeler, an 
image editor, and the video-capture 
software. While we’re a little con- 
cerned about some of its driver prob- 
lems, the TotalSD 128V shapes up as 
another solid effort from Canopus. 



ASUS 

SDexPlorer 

A nother surprise this time out is the SDexPlorer from 
Taiwanese motherboard giant ASUS, which also uses 
NVIDIA'S RIVA 128. Whereas Canopus has delivered extra 
features for extra cost, ASUS uses its manufacturing prowess to 
bring to market the least expensive RIVA 128 board yet. 

Perhaps in keeping with its price tag, it is a stripped-down 
board in terms of software. There’s no software bundle and no 
fancy control panel. It’s just an incredibly fast 2D/3D board, as 
we’ve come to expect from the new NVIDIA part. 

But ASUS’ relative newness to the graphics-card scene could 
be a serious concern. The SDexPlorer isn’t the first graphics 
card from the motherboard manufacturer, but it is the compa- 
ny’s first foray into retail. Given the basic nature of the drivers, 
we wonder 
whether driver 
updates will be 
delivered in a 
timely manner. 

Already STB and 
Diamond have 
delivered several 
driver releases, 
while ASUS has 

released only one— and that still clearly based on an older 
driver drop from NVIDIA. 

Still, it’s 10 bucks less than the next-cheapest board, it’s 
faster than Jeff Gordon at the wheel, and it does the job. 



^ 

Price: $169; Contact: ASUS Computer International, 
lAOBI 4741-0567: www.asus.com ^ 

APPEAL: People on a budget looking for a 
RIVA 128 board. 

PROS: Fast; less expensive. 

CONS: Support is a concern. 
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Creative Labs Graphics Blaster Exxtreme 


T he Graphics Blaster Exxtreme uses the Tl implementation of the 
Permedia 2 chip to deliver decent, albeit unspectacular, 3D perfor- 
mance. As with the other Permedia 2 boards, the Exxtreme doesn’t 
support alpha blending in DirectSD. The Windows 2D performance is no 
great shakes, however. 

The overall 3D performance is relatively good, but the real news is that 
Creative delivers a full Windows 95 OpenGL driver. It’s not perfect, though. 

For one thing, you need to 
run GL Quake with some 
options: glquake -Im 4 
-fpicmip 1, and then it 
works only with an 8MB 
board. Running GL Quake 
with these options yielded a 
frame rate of around 20fps 
at 640x480. That's not 
great, but It's better than 


the DOS or Windows executable. It looks pretty good, but doesn’t measure 
up to the image quality of the 3Dfx or PowerVR versions. 

Other Direct3D titles ran reasonably well, but like all the other Permedia 
2 cards (except the ELSA board), the Graphics Blaster Exxtreme can't run 
Duke Nukem 3D at high resolutions. 

The board comes in either 4MB or 8MB versions. It uses the same mini- 
DIMM memory expansion as the ATI board and will even accept the same 
SGRAM modules. Overall, it's a nice board for the pro user and occasional 
30 gamer, but it’s otherwise unspectacular. 


Price: $129 (4MB lixed), $149 (4MB upgradable), $169 (SMB) 
Contact: Creative Labs, (408) 428-6600; 
www.creallvelabs.com 

APPEAL: Professional 3D modelers on a budget looking 
for a lltUe 3D action. 

PROS: Expandable to SMB; easy Installation; full 
Windows 95 OpenGL ICD. 

CONS: Slow 2D Windows. 




AGP BOARDS 


A GP (Accelerated Graphics 
Port) is Intel’s new stan- 
dard for connecting 3D 
graphics accelerators. It allows tex- 
ture storage in main memory and 
currently exists only on Pentium II 
systems. (For more information, 
see Dave Salvator's sidebar on 
page 217 in CGW#160.) 

One note about AGP graphics 
cards: You will have problems find- 
ing one on your retailer’s shelves. 
Currently, most AGP graphics cards 
are going right into systems from 
big vendors and mail-order compa- 
nies. If you hunt around, you may 
find the OEM versions, but check 
the feature set (the Diamond OEM 
Viper doesn’t have TV out, for 
example). The ASUS SDexPlorer is 
the only AGP card we know of that 
is shipping retail at the moment. 


ATI Xpert@>Play AGP 

I nstallation and software for this ATI board is identical to the PCI version's. Boards with ATI's Rage Pro 
are the only graphics adapters currently shipping that use full AGP 2X side-band and AGP texturing. 
The Xpert@Play’s AGP texturing mode doesn’l work consistently, even on a properly configured sys- 
tem (you need OSR 2.1 wilh the USB supplement installed and a new version of VGARTD.VXD), Using 3D 
WinBench 97's large texture scene, we saw frame rates on a 4MB board increase from roughly 1.6fps (for 
Ihe PCI board) to 20fps, However, sometimes if just didn’t work-and we still saw 1.6fps on the AGP 
board at times. 

If you ignore AGP lexturing (you 
can always expand to SMB of 
RAM), the Xpert@Play is a faster 
version of the PCI card-except that 
it couldn’t run TerraMark. The tlick- 
ering texture problem is still evident 
in Flight Simulator 98, as well. The 
3D WinBench score of 170 isn’t 
much behind the Diamond Viper 
330 AGP And when we used a new 
beta driver, the 3D WinBench boost- 
ed from 171 to 212. 

We're looking forward 
to the shipping version 
of this driver. 

Overall, our com- 
ments about the PCI 
Xpert®Play apply here 
as well. 



Price: $229 for 4MB (expandable to 8MB), TV tuner optional 
Contact: ATI Corp., (985) 882-2600; 
www.atitech.ca ■■ 

APPEAL: Those looking for an expandable general- CT I ■ill 
purpose graphics card with fast 3D and good video. ■ 1 I 

PROS: 6ood-and improving— 3D performance; up to | ■W * I I 
8MB RAM; good video. pT^TirV^^ 

CONS: Drivers are still works In progress. 





TU He, of 

Ke,sls Ih HiS hWs... 


Introducing Cyberswine'", the interactive 
Multipath'" Movie where you control the action. 


Cybercity is obout to be annihilated. Only Cyberswine - Part Cop, Part Machine, 
Full Boar Hero - can save it. But he needs you to command him how to oct. 
Teaming up with renegade Lieutenant Sara Lee, can Cyberswine find the source 
of the Grid Virus and stop it before it’s too late? Don’t just watch the action. 
Control it — right from your PC. With hundreds of plot paths leading to different 
endings, watch Cyberswine again and again and again! 

With Multipath, you're in control. 

Rsk for Cyberswine and other Multipath 


olmTAL Movies ot your local computer retailer and 
check out our website ot 

www.bde3d.com. 


MULTIPATH "MOVIES 

YOU PON T JUST WMCH THEM. (Oil CONTROL THEM. 


CVSERSWINE" is owned bjr East Cybecfist Pty ltd., ond used by Brilliant Oigital Entertainment, Inc., under license. Multipath end Brilliont are trademarks af Brilliant Digital Entertainment Inc. 
® 1997. nil other trodemarks and trade nomes are praperties of their respective owners, fill rights reserved- 



ASUS SDexPlorer 


T his is the AGP version of ASUS’s 
PC! card. Like the PCI version, it 
takes a stripped-down, minimal- 
ist approach; but unlike other AGP 
cards, you can get it retail and through 
mail-order. Unlike its PCI counterpart. It 
choked on TerraMark, indicating that 
it had an earlier BIOS. Note that 


Diamond 
Viper 330 

D iamond’s PCI Viper 330 ranked as 
our CG Choice card in our 
November roundup, and the AGP 
version is virtually its equal. 

Throughout our testing the 
Diamond and STB cards stayed 
neck-and-neck in terms of 
benchmarking (once we turned off 
the cleverly hidden GDI bypass 
switch in Diamond's control panel). 
The Diamond driver is a bit older 
than the STB version, so it doesn’t support 
fog table. Conversely, the Diamond BIOS 
doesn’t have the problem with Terra- 
MARK-and if it did, we could update the 
BIOS on the Diamond card easily, since It 
has a flash BIOS. On the flip side (again), 
the STB card had active TV out, whereas 
the Diamond card did not. 


TerraMark is the only program with 
which we’ve seen early RIVA boards 
exhibit this behavior-even the full ver- 
sion of Terracide doesn’t exhibit the 
squashed image behavior. 

This is a fast board-the fastest 
RIVA 128 board (by just a bit) that 
we’ve seen. We experienced some 

lockups in Flight Simulator 

98, but they disappeared 
when we switched to ASUS’s 





Price: $189 (4MB) 

Conlact: Diamand Multimedia, 

(800) 468-5846; 
www.dlamondmm.com 
APPEAL: Lucky souls with AGP systems looking 
to add some punch. 

PROS: It’s fast In =====as^^ 
3D, 20 Windows, Fb I iT | J 

and DOS. 111 4 ’1 

CONS: 4MB limita- J 

tion; doesn’t ran 
GL QUAIL 


1.01 driver release. Our only con- 
cern is ASUS’s driver releases- 
but it’s still about the lowest cost 
AGP board you can get currently. 


Price: $169 GontacI: ASUS Computer international, 
(408) 474-0567; 

www.asus.com if^ i 

APPEAL: People on a budget looking for an 1 1 1 

AGP RIVA 128 board. I W * I I 

PROS: Fast; less expensive. rTTfvF^f 

CONS: Support is a concern. [LuIIIImA 



Diamond FireGL Pro 

I e tested only one 


Wi 


3 FireGL Koii 



Permedia 2 AGP 
board: the FireGL Pro 
from Diamond. Some of its 
behaviors were much like other 
Permedia 2 boards (inability to 
run Duke Nukem 3D at high res, and no VESA 
2.0 support in hardware). However, the 2D per- 
formance-in excess of 100 WinMarks-makes 
this a much better 2D board, even if you take 
into account the differences in CPU. The 3D per- 
formance was pretty good, but it was the slowest 
of the boards we tested. 

Although the board ostensibly ships with a 
set of OpenGL drivers, we couldn’t get GL Quake 


to run in Windows 95, even with the 
options that worked tor the Creative 
Labs Permedia 2 board. DirectSD 
titles ran quite well, and the board 
overall seems fairly smooth and pol- 
ished for a Permedia 2 board. Now it 
only we could get GL Quake working.... 


Price: $249.95 ; Conlact: Diamond 
Multimedia, (800) 468-5846; 
www.dfamondmm.com 
APPEAL: CAD and 3D |f= =r^^ 
modelers who want a fast I ■ , I | 

DIrectSD board. I H . 

PROS: Good performance. 

CONS: Ho VESA 2.0 in 
hardware; can't run GL Quaxe. 




STB Velocity 128 AGP 

W e’ve seen this board in var- 
ious iterations in off-the- 
shelf computers from 
Dell and Gateway. The PCI version 
we tested two months ago got edged out by 
the Diamond board. The AGP version still does 
not have a flash BIOS, but aggressive driver 
releases have fixed many of our other concerns. 
At test time, it was the only RIVA 128 board to support fog table (for example, it can run LucasArts’ 
Shadows of the Empire with all features on). The 2D performance is very fast for a Microsoft- 
certified driver. The 3D performance is stellar, 
too. However, it has the same problem with 
TerraMark that other earlier RIVA boards had. 

Overall, Velocity 128 AGP behaves very well, 
and seems quite stable (except for TerraMark) 
and quite speedy. It’s a snap to install, and the 
VGA-graphics performance is good, too. If you 
have one of these puppies, count yourself lucky. 


Price: $199 

ContacI: STB Systems, (972) 234-8750; 

www.stb.com 

APPEAL: Gamers lonk- i 

Ing for an easy-to-use, I ■ 1 1 I I 

very fast 2D/3D combo. ■ 1 | ^ 

PROS: Fast 3D; fast 

2D; very fast DOS. 

CONS: 4MB limit. 
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InTRODUcino Choose Your Own PliGHTmAREf the inTERAcrivE 
rn ULTi PATH" rtlOVIES WHERE YOU COUTROL YOUR FATE. 

From the spine-tingling Bantam Doubleday Dell book series, Choose Your 
Own Nightmare, come two eerie, animated, 3D creature features for your PC. 
The Halloween Party, where “scared to death” takes on new meaning thanks to 
a sorceress with murder on her mind. And Night of the Werewolf, a bloodcur- 
dling thriller that reveals the animal within us all. As the monstrous thrills and 
chills unfold, use your keyboard to control the plot twists. With dozens of plot 
paths and multiple endings, play each movie again and again until all your worst 
nightmares come true. 

Ask for this and other Multipath 
Movies at your local computer 
retailer and check out our website 

at WWW.BDE5D.com, MULTIPATH" MOVIES 

VOUOONT JUST WATCH 1HIM. YOU CONTROL THdl. 

Choo^^V Own Nightmare is a regTslered U.S. Irademark of Bantam Doubleday Dell Books For Young Readers, a division of the Bantam Doubleday Dell Publishing Group, Inc. 
Multipath and Brilliant are trademarks of Brilliant Digital Entertainment 0 1997. All other trademarks and trade names are properties of their respective owners. All rights reserved. 
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DEDICATED 3D ACCELERATDRS 


IVIatrox m3D 


T he very existence of the m3D amounts to 
acknowledgment from Matrox that its 
Mystique line of 3D accelerators is fea- 
ture-poor relative to the competition and getting 
somewhat creaky on the performance front as 
well, Matrox has applied a hit of driver-writing 
talent to NEC’s PowerVR chip to eke out a hit 
more performance than the Videologic version 
we reviewed last time around. Still, it generated 
the lowest 3D WinBench score in the roundup. 
This is indicative of the mixed performance 
we’ve seen with the PowerVR in Direct3D, The 
DirectSD games we tested ran relatively slowly 



Price: $99 (4MB) Contact: Matrox, 
(800) 361‘1408; www.niatrox.eom/mBa 


APPEAL: People looking for a cheap 3D accelerator. 

PROS; Easy installation; 

good GL Quake periormance; | i^ ■ ■ 

good performance for I lij llf 

PowerVR-enhanced titles. I I J ^ 

CONS: Lacks DirectSD 

performanc& 


on the m3D, 
at least com- ■; 
pared to the 
competition. 

When you 

move away from DirectSD, though, the Matrox 
add-on begins to show some spunk. While the 
Direct3D version of Wipeout XL managed to pull 
only 20fps, the PowerVR-enhanced version 
chugged along af 25fps. The custom GL Quake 
driver got around 28fps, but the PowerVR's image 
quality wasn’t quite as good as that of the 3Dfx. 

Matrox has simplilied the control panel: You 
can turn the D3D HAL either on or oft-that's it. 
This enables the m30 to coexist with other 3D 
accelerators as needed. Installation is quite 
easy; You don’t need a pass-through cable, just 
a free PCI slot and the installation CD, 

The real kicker is the mSD’s price: $99. If 
you're looking for a reasonably fast GL Quake 
card but are on a tight budget, the m3D could be 
for you. At this price, it’s worth a close look. 


Canopus PureSD 




ith this 3Dfx add-on board, Canopus 
continues its strategy of enhancing 
products beyond what the competi- 
tion offers. The Pure3D has 4MB of texture RAM, com- 
pared to the 2MB on most boards (the Diamond Monster 3D, for 
example). The board also features TV out (supporting both NTSC 
and PAL) for those big-screen deathmatches. 

There’s no software bundle, but the price is right: $179 for 6MB of RAM (2MB is for the frame 
buffer). The control panel is infuitive, allowing you to explicitly set the clock rate for the chip, and the 
PureSD conveniently ships with 35ns EDO DRAM, which is capable of clocking up to 66MHz, Bear 
in mind, however, that the 3Dfx chips themselves are officially rated lor only 50MHz speeds, and the 
Pure3D defaults to 50MHz. The panel also lets you specify the PureSD as the primary 3D device. 
Other than that, there's not a lot to say about the PureSD, It delivers 3Dfx performance, 
with the added benefit of a bigger texture space, 
which can prevent the occasional pauses you 
sometimes see as additional textures are loaded 
in a game. Conversely, game developers could 
deliver bigger, richer textures for better image 
quality. Its DirectSD and GL Quake performance 
was as fast as we’ve come to expect from a 3Dfx I 


Price: $179 (6MB) Contact: 
Canopus Corp., (408) 9S4-450D: 
www.canopuscorp.com 
APPEAL: Anyone looking for a cut above the 
other 3Dfi boards. 


add-on board. Canopus has put out a real win- 
ner in the PureSD. 


PROS: About as 
fast and as pretty 
as you can get fn 
30; TV out. 
CONS: Needs a 
dedicated PCi sioL 
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1 Create 


the music 
you imagine!; 



The MAGIX 
music maker 3.0 

Create your own songs & sound- ’ 
tracks in minutes - be the DJ at ' 
your computer, MAGIX music 
maker is an easy to use 1 6 track 
sound designer with more than 
1,200 professional samples and 
tons of effects. ^ 



* V^ibtheMAGlXSoundpoofs you'fl I 

f always have fresh sounds for your ' 
music maker. 


Join the IVIAC3IX network! 

FREE demo at 

hta:p:/ /www.maaix.net: 


n -ess TO iviAGix 


MAGIX Entertainment Corp. 
429 Santo Monreo Blvd. #120 Santa /vtonica, CA 90401 
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Powered by l-FORCE" from Immersion Corp., the 
ACT LABS Force RS delivers force feedback on every 
tight turn, bumpy road and high-speed collision. 

And with programmable force feedback, no-slip pedals, 

8 HYPER Programmable buttons and a Formula-i 
butterfly gear rocker, you'll wonder what happened 
to the rest of the car. 

Drive it with Andretti Racing, Fi Racing Simulation, 

Need for Speed" II, Redline" Ultim@te Race" and 
other force feedback racing titles. 

e 1997 ACT Laboratory Ltd. All rights reservod. Force RS and ACT LABS oro (radomarks of ACT Laboratory Ltd. 



http://www.actlab.com 

1 - 800 - 980-9997 

CIRCLE READER SERVICE #195 



STRICTLY EXPERIMENTAL 


H ere’s a little toy that was rough around the edges when we played with it, 
but it is otherwise very, very cool. We advise leaving your credit cards at 
home, however. 


Obsidian 100SB 

T he Obsidian 100SB from QuantumSD is the living, breathing definition of “over the top" for 3D 
gaming. At $800, it’s not an impulse buy for most of us. The 100SB is basically Iwo complete 
3Dfx boards on one PCI board with a PCI bridge chip connecting them. It’s the single-board 
equivalent of the dual-board setup we first saw In Falcon Northwest’s high-end rig. 

At testing time, the drivers were still unstable. For example, the board couldn’t run 3D WinBench 
97, possibly due to how It combines the dual texel processors. There are two texel processors, each 
with 4MB of dedicated texture memory. However, there’s effectively only 4MB of texture memory, 
since each individual 3Dfx chipset renders every other scan line. This allows the board to have an 
Incredible fill rate of around 75 megapixels per second. 

Take GL QuAKe, for example. Imagine GL Quake at 65fps. Egads. Then, there’s TerraMark, in which 
we saw frame rates no less than 70fps and as high as 136fps (lOOfps at the start of the scene). 
Wipeout XL clocked in at 84fps. Did we say this was fast? 

The 100SB is a big board-an honest-to-God full-size board, which we haven't seen in an eon (mea- 
sured in computer time). Whether you gel one or 
not is up to you, but if you do, it will require some 
' care and feeding. Bui then, so does a racehorse. 


Price: $795 Contact: QuantumSD, 
(408) 919*9909; www.auantum3d.CQm 


IT'S A WRAP 


G iven the boards we reviewed in November and this crop of cards, the choices are lough, if 
we focus just on this month’s set of boards, there are some clear standouts. The Canopus 
Pure3D Is a hands-down winner, offering 3Dfx image quality and speed at a great price. The 
Permedia 2 boards proved interesting, but ultimately didn’t seem really well suited for gaming. The 
Voodoo Rush boards work pretty well, but their 2D performance is far behind the others. Of the 
2D/3D combo boards, our pick is the Thriller 3D from Hercules, Its image quality seems a bit bel- 
ter than that from the RIVA gang, and you can get it in an 8MB version. The extra time Hercules 
has taken to polish the board has paid off. Of the RIVA 128 boards, the ELSA is probably your best 
value, while (he Canopus offers slightly superior video capture (if that’s your thing). ELSA has a 
good record of developing robust drivers and supporting its products. 

Of the AGP crowd, the STB Velocity 128 stands out; newer boards will probably have a more 
recent BIOS, but the effort STB has put into its drivers definitely shows. The ATI card strikes us as 
quite interesting, and once the driver situation stabilizes, it could also be a compelling choice. The 
Diamond does offer a flash BIOS, but Diamond hasn’t quite matched STB’s pace on releasing new 
drivers. Our nod on the AGP front goes to STB-for now, 

Finally, the matched pair of ASUS boards, combining fast RIVA 128 performance with low prices, 
are interesting choices, but their relative lack of polish and support gives us reason to pause. 

If you want the Ferrari of 3Dfx accelerators, there’s always the Obsidian 100SB, It’s priced 
accordingly, and will require some patience. Just remember that a year from now, there will be 
something faster and cheaper. % 





Count on him 
to always crack 
under pressure. 

SCOTT “HEX" MAXWELL 
SPECIALTY: HACKING 
w w w. vigilance. com 
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Coming Soon for PC CD-ROM. 

Tlie first MechWarrior® game of real-time strategy and tactical command. 
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Processor Wars Faster Storage 


A MD, Cyrix , and Intel unveiled 
plans at the recent 
Microprocessor I'onini that could 
drainalicalK' affect the PC market 
in the coining years. AMD and 
Cyrix arc clcvclo])ing new [jroces- 
sors to increase floating- 
]}oint pcrfomiance— 
an area where 
Intel has long 
dominated. 

AMD’s upcoming 
K63DandK6+ 3D 
chi])s will add 24 iirslriielions 
that, like MMX in.slriiclions, will 
use the CPU’s floating-point registers 
to help accelerate the CPU portion of 
the 3D pipeline. But unle,ss games are written 
,s])ccifically to take advantage of these new 
instructions, tlie benefit may not be that great. 

'llic K6+ 3D will have an onboard 256KI3 Ixvc! 2 
caclK: that will am at the ijrocessor’s core speed. 

In addition to speeding np accc.ss to the 12 cache, 
having it onboard takes that traffic off (he main 
memory bus, allowing other tasks to execute 
faster. K6 3D is due in the first half of 1998, and 
K6+ 3D is due in the latter half of the year. 

AMDs otlier announcement was for its Super 7 
CPU socket to help fnrtlier boost perfomiance of 
their CPUs. Tliis new socket’s main highlight is that 
it boosLs main mcmoiy’s bus speed to lOOMI 1/.. 

I'br its part, Cyrix is working a new C3PU based 
on its current 6X86 MX architecture, code-named 
Cayenne. Like AMD, C)^ has implemented its 
own unicjue instructions, dubbed MMXk’l’. ;\nd 
while these new instmetions will help accelerate 
3D gra|)hics, the benefit to gamers may not be 
a])])rcciablc unless the game is WTitten to use those 
new instructions. Unlike AMD however. Cayenne 
will feature a dual-Lssue, pipelined floating-point 


unit that should also im])rovc floating-point 
perfomiance, and is .slated for a late 1998 arrival. 

M ID made ollxir news with some initial infor- 
mation alwut its next-generation fC7 prrx;es.sor. Intel, 
despite Pedcral 'Ifadc Commission inquiries inlo 
antilmst practices, has opted nottolicen.se its Slot I 
CPU bus interface to oilier x86 CPU makers. 'I lie 
iiKAc has left tlx.‘.sc oilier pla)ers— AMD, 
CxTix, IDT/Centaur— to seek out llicir 
own highcr-perfonning CPU 
interfaces. AMD .seems to 
be going it alone in 
licensing Digitalis new 
21264 CPU interface for 
its K7 proce&sor. Mean- 
while, all tlie non-Intel 
x86 CPU makers are in 
discussioas alxiut a sin- 
gle standard for a Slot I alternative for their next- 
generation processors. 'Ihis new- design could very' 
rs'cll s])lintcr tlie motlierlioard market, pcrha[>s creat- 
ing more problems than it sokes. 

Intel also made a splash in unveiling details 
about its lA-64 architecture being codeveloped 
w'ith Hewlett-Packard. It will ini])lement a new 
technology temied EPIC (ex|ilicil]y parallel 
instnidion computing). 'llie first CPU, Merced, is 
slated to ship .sometime in 1999. — Dave Suh-.ilor 


ACRONYM 0’ THE MONTH 

BEDO 

Burst EDO: a tyoa of EDO (Exienileil 
Data Dull RAM that’s been advettiseit 
by motherboard makers. Tniuble is. 
BEDO never really got oft the ground. 
What's mnin, new systems shipping 
with Intel's ABOVX, 430TX, and 44DLX 
chipsets now support SDRAM. 



Slot 1 CPU bus interface 
to other CPU makers 


1 HARDWARE PIPELINE 

Product 

EJ.yi. 

Deschutes (400MHz Pentium II) 

Q2 '98 

440BX chipset (supperts tODMHz system clock. 4 CPUs) 

01 '98 

3Dfx Voodoo 2 

Q1 '98 

S3 ViRGE GX3 

02 '98 


F or those of you who still aren’t 
satisfied with your 24x CD-ROM 
drives, performance CD-ROM 
specialist Plextor is prepping its 
UltraPlex CD-ROM drive. The UltraPlex 
is a CAV (constant angular velocity) 
drive that runs at a minimum 14x and 
maximum 32x speed, It's also the first 
CD-ROM drive to support Ultra SCSI 
speeds—up to 20MB/sec burst data 
transfer. With an average access time of 
85 milliseconds, the UltraPlex’s specs 
make it nearly as fast as hard drives of 
only a few years ago. In a new twist, 
Plextor will be offering a caddy model 
alongside a tray model, Customers had 
demanded the return of the caddy after 
Plextor dropped it in its 12/20Plex, 
Plextor is also shipping the PlexWriter 
CD-Recordable drive, which can burn 
CDs at 4x speeds. Unlike most CD 
recordables, this drive can act as a 12x 
CD-ROM reader as well, Plextor is ship- 
ping the drive with a one-button backup 
toot that wilt even create a bootable CD- 
ROM. Look for the UltraPlex to be 
around $225 on the street and the 
PlexWriter to come in under $500. 

Until now, most computer users 
could only eye high-performance, 
7200RPM drives with envy. Hard drives 
that spin faster than 5400RPM have 
long been expensive and available only 
to those with SCSI interfaces in their 
PCs. Hard-drive giant Seagate recently 
announced a pair of 7200RPM UltraATA 
(a.k.a, UltraDMA/33) hard drives: a 
9.1GB model and a 6.4GB drive. 

Rounding out the mass-storage news 
is Iomega’s announcement of the Jaz 
2. Building on its successful Jaz 1GB 
removable hard-drive technology, Jaz 2 
boosts capacity to 2GB and perfor- 
mance to over 7GB per second over 
the SCSI bus. The list price will be 
around $650 for the external version. 

—Loyd Case 
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Freedom 
of Choice 

k 1/1/ee Bit of Fire and Brimstone 
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kay, people, listen ii]). 
Ibdayl’iTi climbing on 
niy soapbox to rani 
about freedom of 
choice (no. not llnit— 
this is about DirectX). 
Hicn I ’m going to 

climb off and talk 

about how to remove, delete, eliminate, and 
otiier\vise yank DirectX 5.0 from pur system 
and start over, 'llien I’ll climb back on my 
soapbox and rant some more. Cot that? Now 
that wc'rc locked and loaded, let’s mo\ e on. 

MEA CULPA 

Dist month. I wTote about the new l/)ircctX 
5.0 tlials been .shipping with some new games 


and graphics hardware. 1 wiote at length 
about the DirectX 5.0 control panel. 
I’ractically before the ink was dry on the 
paper, 1 got email from users asking me where 
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WHERE IS IT? There's a good reason most of you 
couldn’t find the DirectX Control panel discussed in last 

month’s column. 





the control panel was— tlies’ didn’t have it. 

Guess what— most of you don’t. 1 had 
installed my copy of DirectX 5.0 from a 
Microsoft Flight Simuutor 98 beta disk. 

It turns out that the FS98 beta 
release came with tiic DirectX 
developer’s kit (SDK). I had the 
full SDK installed on a separate 
system, but had a.s.sumed that 
the FS98 came with only the 
normal user binaries for 
DirectX 5.0. Silly me. It seems 
that the control panel is for 
developers only. God forbid 
that users should have control 
o\ er their own systems, 

>^>Conlinijea on pg 196 


Voodoo 2 

T o celebrate the IronWorks’ new home here 
in the Hardware section, we’\'e got a big 
one for )ou. So here it comes. 

We’ve ail hcarrl rumblings about 3Dfcc’s much- 
anticipated \bodoo 2 chipset. Well the first board 
using this chip is on its way from Creative Labs. 
Called the 3D I31a.ster Voodoo 2, this 6MB board 
will be feature one pixel engine and 
two tcxcl processors, wiiieh will 
combine to delis'cr a fill rate of 80 
Mpixcis/second of triiinear filtered 
pixels, roughly twice that of the 
Voodoo chipset. The 3D Blaster 
\bodoo 2 will be a PCI, 3D-only 
part, priced around 5249 that 
should be .shipping in January. 

Bundled game titles with the new 


News 

product w'crc .still unannounced at prass time. 
Diamond Multimedia, which leads the Voodoo 
charge with its Monster 3D, is nimorcd to also be 
working on a Voodoo 2 part, due sometime in the 
first quarier of 1998. 

NVIDIA: Bumps in the Road 

Problems base surfaced with 
NVIDIA.S new RIVA 128 chi|x Some 
users have re|)ortedpo!)'gon “crack- 
ing” problems, where small gaps 
a[)pear between connected polygons 
with cards based on NVlDlAs ITIVA 
128 chip. lnonr3D\\'inBench 97 
testing of a wide v-aricty of these parts, 
we noticed .small amonnls of polygon 
cracking, ihougli we also noticed this 



behavior on other 3D chipsets. NXTDIA states that 
it has identified tlie [Droblem in its drivers, and will 
be distributing updated dri\ ers to all its board- 
maker customers. Check your graphics boaRl ven- 
dors Web site for updated drivers that reined)’ this 
problem. Another downside to tlx; RIN’A 128 — the 
inability to am GLQilxkL— should soon be a 
thing of llie past. NATDIA has been hanl at work 
on a OpcnCl - minijxjrt driver to mn G1 - Qt lAKK 
and all its derivatis'cs. Tlx; dri\'er is e<[5ected some- 
time in December. i'\gain, keep cliecking v'our 
board-makers Web site for u[xlatcd drivers that 
include the new' miniport driver. 

W'anl the .skinii)- on the legion of 3D offerings 
currently out there? Tune into our second 3D 
graphics this month, in which we tear into 17 new 
boards. — Dave Sahator 
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»*Contmued from pg 195 
including the ability to renio\’e or rein- 
stall DirectX at will. 

It seems tliat the eomputcr business, 
as it evpiores tlic“consumcr" market, is 
going Ihroiigh a rather odd thought 
process. You see it on off-the-shelf sys- 
tems, whicli have all manner of 
resource-sucking friendly shells o\-cr 
Wnciows 95, You see it in the attitude of 
the developer who infomied me that 
users cou!d“gel into trouble” with the 
DirectX 5.0 control panel. 'Ihc computer 
companies, in collusion with the bo}-s in 
Redmond, have decreed that computers 
should be as easy to use as toasters. 

Get real. Computers are not toasters. 
Mowever, there is a device that’s analo- 
gous. Almost everyone in America has 
one, and it costs a bundle — many g ears’ 
income for some j^eoplc. It lakes se\'cral 
weeks just to learn tlie basics and years to 
master. Some people nev er get it right. 
Some people become so fascinated with 
tlicm, they delve into the innards and 
s!iare tlieir nerdy discoveries with anyone 
within earshot. 

It’s called the automobile. 

There was a trend 15 or so )'ears ago to 
"dumb dowii” the manuals )' 0 u got with 
a new ear. About the only thing tiie car 
manual would tell you w'as how to turn it 
on. Car dashboards were similarly 
dumbed down, too, with idiot lights 
replacing more informative gauges. 1 
mean, geez, all that oil pressure and tem- 
perature stuff was too confusing for most 
people. Tlie manuals, well . . . my good- 
ness, w'ho would w'ant to change their 
ow'ii oil, anyway? 

'Hie drivers (users) certainly didn’t 
ap[)reeiale this dearth of infoniiation. 
Some new ear manuals actually discuss 
oil changes, and a rare couple actually 
discuss changing items such as air filters 
and spark plugs. 

Microsoft and the hardware manufac- 
turers need to take a cue fixrm the car 
eom])anies, who learned through bitter 
lessons that people want more infoniia- 
tion and control, not less. Most people 
will never take advantage of it (just as 
many will never actually /ookat an oil 
pressure guage or even check their own 

ccw 


oil level). But it’s certainly comforting to 
know- it’s there. Can you get into trouble? 
Sure you can— ever muck around with 
a carburetor? Talk about trouble. ... 

So what if ) ou do w'ant the DirectX 
5.0 control panel? You can get if. h'irst, try 
the Microsoft Web site’s DirectX jiage — 
www.microsott.com/directx. l.ook for 
the SDK download section. The small- 
est download you can get is a file called 
www.microsoft.com/directx/Resources 
/downloads/idxSsrikm. 


delete the joystick control panel and joy- 
stick driver: \io)'d.vxd and joy.cpl. One 
warning: Some newer graphics cards 
install DirectX 5.0 and seem to w-anl it 
irresent. Your system maj' be unstable, so 
be vvaiy: I’ve found you can usually rein- 
stall DirectX and then be off and mnning 
even witli tlicse newer cards. 

Now you can restart the .s)'stem and 
reinstall whichever flavor of DirectX 
you W'ant, 


It contains all of the DX 5.0 
driver binaries and the con- 
trol panel. Unfortunately, 
it’s 8.8MB, Another way is 
to do a \\tb search for 
"directX control panel,” 
Some enterprising people 
iiave ahead)’ begun putting 
up just the control panels 
on tlie Web. 
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FIGURE 1 


UNINSTALLING 
DIRECTX 5.0 

If you don’t have the 
patience for an SMB 
download, you can 
attempt to uninstall 
DirectX 5.0 )'ourseif. 'Fliis 
will allow' you to start over 
w'ith a fresh DX 5.0 (or 
c\'en DX 3,0a) install. 

Merc's how. 

FIrI, back up )'Our reg- 
istry. nK;rcs are several nifty' 
tools on the Wndows 95 CD tliat can 
assist you in this, such as CFCBACK or 
ERU. You can find tlK'in in\othei\misc 
directory on your Wndows 95 CD-ROM. 
You need to back up your registry just in 
case .something gets really screwed up, 
because we’re going to hack tlic registry'. 

Now nui REGEIDIT (Mgurc 1). 

You W'ant to go to ITKnT'_LOCAL_ 
MACITINE/Softwarc/Microsoft/ section 
and delete the Direcl3D, DirectDraw', 
DirectPlay and DirectX entries (Mgure 2). 

Now either reboot to the DOS [jrampt 
or use Explorer to delete tlie DirectX 5.0 
files, which are in the WINDOWS\SYS- 
TEM directory; ddraw*.*, dsound®.*, din- 
puf',’', d3d*.", dplayx.dll, dpniodcmxdll, 
and dpvvsocks.dll. Also make sure to 


My Computer 


a CJ hkey_classes_root 

a D HKEY_CURRENT_USER 
Q Q HKEY_LOCAL_MACHINE 
a C3 Config 

lii Pl DesklopManagemenl 
a Q] Enum 

a Q] hardware 
a Pi Network 
a CJ Security 
\k Q SOFTWARE 
a System 
a Q HKEY_USERS 
E D HKEY_CURRENT_CONFIG 
a D HKEY_DYN_DATA 


BACK TO THE BULLY PULPIT... 

In the process of w'riting the I'arious 
hardware reviews that grace the pages 
of this magazine, 1 go through a lot of 
gear. Being a reviewer has one key side 
benefit: 1 gel a pretty good idea of what 
I want to ,s]icnd my money on — a luxu- 
ry most folks don’t have. So it really 
annoy's me when 1 come across a hot 
new graphics card like the new RIVA 
128 boards— and I can’t run CL 
He<EN. (Nothing again,sl 3Dfx— 1 just 
want to have n choice, dammit.) I’m not 
taking sides in the Dircct3D versus 
OpenCL fight for this. 1 just want to be 
able to use any graphics card I want to 
play the games I want, Tliat’s what stan- 
dard APIs are all about. 
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HOME STUDIO PRO 64’“ is a powerful 64-voice sound card that uses wavetable 
synthesis. It will tt'ansform your PC into a 16 track direct-to-disk digital audio 
studio. Easily record, edit and mix audio or MIDI tracks. Then add and control 
real-time effects like reverb, echo, and chorus on separate tracks. Includes 
S/PDIF digital input and output and gold-plated connectors, resulting in clean, 
professional sound. Features expandable wavetable synthesis (up to 96 
voices), 4MB onboard RAM (expandable to 20MB), a 50 MIPS Digital Signal 
Processor, bundled software, MIDI cable and microphone. 
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GAME THEATER 64’“ is an award-winning audio enhancement card 
designed specially for serious gamers and audiophiles. It's the first 
PC soundcard to combine 64-voice GMGS, wavetable synthesis, 
dynamic 3D audio, 4-channel output, and real-time surround sound 
and special effects. Features expandable polyphony (up to 96 
voices), 4MB onboard RAM (expandable to 20MB), a 50 MIPS 
Digital Signal Processor, bundled software, and 50 enhanced 
settings for top-selling games. 
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MAXI™ HARDWPir CARDS BRING UNPARALLELED 
CLAJ?ITY, 'bEPTH AND VIVIDNESS TO YOUR HOME 
ife'EXf^RIENCE. 
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TECHNICAL SPECIFICATIONS 

All cards feature plug-and-play compatibility, CPU-independent operations, 
bundled software, online upgrades, technical support, and warranty. 
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HARDWARE ARCHITECTURE 

50 MIPS Digital Signal Processon Dream"' 

Audio Codec: ESS Audiodrive 1868 and Oreem'" 

SYNTHESIZER 

64-voice polyphony (expandable to 961 
Wavetable synthesis 

16 multi timbral channels expandable to 32 

DIGITAL AUDIO 

16 track direct-to-disk, real-time elfects editing 
4kHz •44.1kHz 16-bit stereo sampling 
16/16-bit ADC/DAC converters 
Enhanced full duplex 

WAVETABLE SOUND SETS 

355 instruments, 128 General MlOr' instruments 
189 variations, 9 drum kits, 1 SFX set 
New sound sets available through website 

INPUTS 

MIDI/joyslick port and joystick-exclusive port 
Microphone and stereo line inputs 
CD/Aux (stereo) 

Stereo digital in |S/P OIF-44.1 KHz) 

RCA gold-plated stereo analog in 

OUTPUTS 

4-speaker output (1 main stereo and 1 stereo surround) 
Stereo digital out |S/P DIF - 44.1 KHz) 

RCA gold-plated stereo analog out 
Line out 

DRIVERS/API SUPPORT 

DOS, Windows® 3.1. Windows*95 
DirectSound'*vwth hardware acceleration 
Maxf* Sound Dynamic 3D Audio 

SUPPORT STANDARDS 

General MIDI"' 

General Standard*" 

Sound Blaster'" and Sound Blaster Pro'" 

Roland MPU-401"Mode UART 


SYSTEM REQUIREMENTS 

486DX 66MHz or higher (Pentium"^ recommended) 
3.5MB par second hard disk transfer rate 
16-bit ISA slot, 8MB RAM. CD-ROM Drive 
Windows® 3.1 orWindows®95 


HARDWARE ARCHITECTURE 

50 MIPS Digital Signal Processor Dream*" 

Audio Codec: ESS Audiodrive 1868 and Dream** 

SYNTHESIZER 

64-vDice polyphony (expandable to 96) 

Wavetable synthesis 
16 MIDI channels 

DIGITAL AUDIO 

4kHz - 44.1kHz 16-bit stereo sampling 
l6/1B-bit ADC/DAC converters 
Enhanced lull duplex 

WAVETABLE SOUND SETS 

355 instruments, 128 General MIDr instruments 
189 variations, 9 drum kits, 1 SFX set 
New sound sets available through website 

INPUTS 

MIDI/joystick port and joystick-exclusive port 
Microphone and stereo line inputs 
CD/Aux (stereo) 

OUTPUTS 

4-5peBker output (I main stereo and I stereo surround) 
Line out 

DRIVERS/API SUPPORT 

DOS, Windaws®3.1, Windows®95 
DirectSound'* with hardware acceleration 
Maxi" Sound Dynamic 3D Audio 

SUPPORT STANDARDS 

General MIDI'" 

General Standard** 

Sound Blaster" and Sound Blaster Pro'* 

Roland MPU-40r Mode UART 


SYSTEM REQUIREMENTS 

466DX 66MHz or higher (Pentium® recommended) 
16-brt ISA slot 

4MB RAM (BMB required for Windows® 95) 
Windows® 3.1 or Windows® 95 


HARDWARE ARCHITECTURE 

3Dfx Interactive Voodoo Graphics'* Technology 
APIS support 

3D FEATURES 

Perspective correct texture mapping 
Bi-linear and advanced texture filtering 
MIP mapping 
Sub-pixel correction 
Polygonal-based Gouraud shading 
Z-Buffering 
Anti-aliasing 
Alpha blending 

SPECIAL EFFECTS 

Fog, transparency, translucency 

Texture morphing, compositing, and animation 

PERFORMANCE 

45 Mpixels/sec sustained fill rale 

1 million triangles/sec polygon 

Simultaneously runs color (ill, texture and polygon display 

COMPATIBILITY 

PCI bus 2.1 compliant 
Most 30 APIS 

Operates alongside SVGA and Windows accelerators 

SYSTEM REQUIREMENTS 

Pentium® 90 or higher 
8 MB RAM 
Available PCI slot 
SVGA graphics card 
CD-ROM or DVD-ROM drive 
Compatible SVGA monitor 
Windows® 95 


pioneering multimedia worldwide 



Guillemot International is a major contributor to the multimedia field through its innovative 
line of peripherals. With an extensive in-house technology development center and years 
of PC sound and gaming experience, Guillemot International is setting standards with its 
Maxi Sound and Maxi Graphics hardware product lines. 


WANT MORE DETAILS? CALL 1-800-967-0863 
OR VISIT US AT http://www.guiLLemot.com 


GuillemDlIntornalionaLGI, Maxi Sound. Maxi Graphics, Gama Theater 64, Homo Studio Pro 64, and Garnet 3D are tradetnatXa an 
International. All other trademarks and/or ragislerad trademarks are properties of their respective owners. C Guillemot Internal 
Cover photo by Slevan Nordslidm. 
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Instead, I’d like to offer some concrete su^estions that 
would make things a lot better: 

• Microsoft could release its DirectBD wrapper for the GL 
QuakI': engine. It doesn’t want to do this because it would be a 
support headache... as if Microsoft really supported DirectX 
users. Altcmalivcly, the company could release it to the gra[5h- 
ics card manufacturers, who would probably be uilling to 
absorb a lot of those support headaches. Or release it to some 
other third party, along with source code. 

• Microsoft could allow developers to release OpenGL 
MGDs for Windows 95. Yep, it would be slower than a native 
mini-Gl , or even a full OpenGL ICD, but it would at least let 
me use whatever damned card I want. 

• Silicon Graphics, the original inventors of OpenGL. 
could aggre.ssivcly ( please note that word) support 
OpenGL, IGD ;;nr/MCD hardware driver development 
under Windows 95. It would certainly make for a nice 
marketing coup. 

As it stands, tlx; hardware guj's have to do eitlrcr their own 
mini-(^L ])ort (a la 3Dfx or FbwcrVR) or a full ICD {installable 
client driver) a la NVlDIA’s RIVA 128 (wliicli is a time-consum- 
ing procc.ss). 

'lliat’sali I want — freedom of choice. Tliats what a free 
market is supposed to be about. 



Tki. the 125th Anniversary of Arbor Day, 
the tree planters’ holiday. This year The National 
Arbor Day Foundation asks you to plant Trees 
for America, and provide for their care. 


Trees Make a World of Difference. Thanks to 
trees we enjoy shadier streets, greener city parks, 
and friendlier neighborhoods. Trees also produce 
oxygen, absorb carbon dioxide, and help keep the 
atmosphere in balance. 


This year, plant Trees for America. For your 
free brochure, write: Trees for America, The Na- 
tional Arbor Day Foundation, Nebraska City, NE 


68410. 



The National 
Arbor Day Foundation" 


www.arborday.org 
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A A A REVIEW • THRUSTMASTER RAGE 3D GAMEPAD 


A Gamepad 
for Grown-Ups 

by Dave Salvator 



Price: S39.99 
Vendor: ThrustMaster 
(503) 615-3200 
www.thrustmasler.com 
Reader 5emce #; 318 


F inding tlx; right giimcpad Ls a difficiill 
p[U|X).sition. 'ilx; 'nimslMaslcr l^igc 
BD giiniepiici i.s nolahle iml only for its 
larger size (to acconmioclatc adult 
hands), ixit also forit.s‘‘Ii/;ird-e)e” 
(luiinb dish, wiiidi luis two sellings: oix; 
witli a more relaxed throw allowing for 
more subtle “3D” control, and a 2D setting, 
in w hicb IIk iJirow Ls greatly reduced to 
allow for much cjuicker men'ements. 

Installation is a breeze. Ping lire unit 
into your jo)'slick port and feed the driver 
CD-ROM, and lire unit is good to go. 
Rjrge 3D features TlmislMastcrs propri- 
etar)' DireclConnect tcchnolog)', which 
allows nuilliple'Ihni.slMastcr controllers 
to be simultaneously connected, and you 
can tlxai pick and choose which con- 
tTolIer(s) will be active, lire dossiiside is 


that DirectConnect works only with 
'IhruslMasler digital controllers, 
’[linislMapper, i^igc 3Ds program- 
ming front-end, is pielly straightforward 
to use. If you have several I3agc 3Ds 
daisy-chained togetlier, niap[)ing will 
then apply to all of them. 

'11k; units overall feel Ls pretty go<Kl, 
though I found myself leaving it almost 
cxclasK'ely in lire more rcsiwiisive 2D 
mode to gel c|uick enough tesixrasc. NI3A 
lj\ai; 97 could use only bulloas one througli 
four, but on tlx; more twitch-scasith'c 
VlKRlA I'lci mat, 1 could execute just 
alxnit all tire moves 1 knew. And after a 
cou])le of hours of testing ir^’lcft haixi felt 
tiled, but not as sorc ;is after a nurathon 
session with traditional ganK'pads. 
yMI fold, 'lhaisly has come up with an 


innovative design twist on lire convention- 
al gamepad, and bundlewarc includes PAs 

Mai'o RACiat, and PowiatPi a\’ ’98. 'llx; 

larger size makes for lass fatigue after pro- 
longed usage, and for gamers with large 
paws, this is one to clicck out. % 


^APPEAL: Gamers with larger 
hands tired of “post-game claw 
syndrome.” 

^PROS: Good feel; easy program- 
ming; comfortable in larger hands. 
^CONS: May be too large for 
gamers with smaller hands; daisy- 
chaining 
works only 
with other 
Thrust- 
Master 
devices. 


iui 



“A DOUBLE MUST-HAVE. 

Anyone who plays computer games 
will want this AMAZING CHAIR!" 

Marc Spiwak 
POPULAR ELECTRONICS 

"I could actually FEEL the punch of 
the afterburner!" 

Ed Dille, ELECTRONIC GAMES 


HOW IT WORKS 

A 1 00 watt subwoofer built into the base 
generates low frequency sound that resonates 
through the wave chamber hidden inside the 
chair. Thus you not only hear but FEEL your 
simulation. Paired with your amplifier, the 
ThunderSeat makes your favorite flight sim as 
realistic as it can be without a motion simulator! 

OPTIONAL SIDE CONSOLES 

Put your favorite joystick controls and mouse at 
a convenient position. Add a keyboard holder 
and you have the perfect setup for both flight 
simulation and office work. 

Shake Rattle and Roll 
for as little as S159.9S! 


For a FREE CATALOGUE CALL 

1 • 800 • 8-THUNDER 


ThunderSeat Technologies 

1 7835 Sky Park Circle • Suite C 
Irvine, CA 92614-6106 
714-851-1230 Fax: 714-851-1185 


CIRCLE READER SERVICE J/lBl 








CREATIVE' 

\A/WW.SDUNDBLASTER.CDM 

©1997 Creative Technology Ltd. Alt other brand or product names listed are trademarks or registered trademarks and are property of their respective holders. 


It s Time To Upgrade Your PC With Creative! 


SOOliiP B&APiER 


PC-DVD' 


SPEAKERS 


GRAPHICS CARDS 


MULTIMEDIA KITS 


The Hottest Upgrades Create the Coolest PC . 


Feeling Boxed In By Your PC’s Multimedia Capabilities? 




i!^R-irnT\ 







•MM 


©1997 Creative Techitology Ltd. All other brand or product names listed are trademarks or registered trademarks and are property of their respective holders. Sondurs' Sound Synthesis made under licerrse from the Board of Trustees 
of the leland Stanford Junior Urtlversity. Sondius' and the Sondius' symbol are trademarks of The .Board of Trustees of the Lelaird Stanford Junior Unive.'Sity. This product contains one or more protected programs under international and U.S. copyright 
taws as unpublished works. They are confidential and proprietary to the Board of Trustees of the Leland Stanford Junior University, Their reptoduction or disclosure, in whole or in part, or the production of derivative works therefrom without the exoress 
permission of the Board ofTrusiees of the Leland Stanford Junior University is prohibited. Copyright 1997. 1993. 1994. 1995. 1995 by the Board of Trustees of the Leland Stanford Junior University. All rights reserved. 


5QUND BLASTER’ 



mping AWE64 Audio. 


For your listening pleasure. . 
you cant heat this board. 

— Computer Life 


Sound Blaster® Makes Listening to Your PC a Blast! 

Step up to the next level in audio fidelity. Glass-shattering highs. Thundering lows. Sound that makes your heart 
pound and your toes tingle. The Sound Blaster® AWE64 line offers incredibly smooth, expressive and realistic audio 
with 64 voices of Advanced WavEffects™ Synthesis and WaveGuide Technology. You get rich audio with crisp, clear 
digital output The onboard memory and SoundFont™ technology enables you to add unique new sounds or create 
some of your own. With the award-winning Sound Blaster® AWE64 Gold you can output glorious sound in 20-bit 
fidelity, just like the pros! Choose either of these solutions and receive the superior audio quality, expandability 


and Sound Blaster® compatibility you need to meet the 



Sound Blaster^ AWE64 Value 

• 64 voices of Advanced WavEffects™ Synthesis and WaveGuide Technology 

• 512k onboard RAM for SoundFonf* samples and 30 Positional Audio 

* Accelerates Microsoft^ DirectSound'* and DirectSound 30"* 

* Designed for today's demanding gaming and muhimedia applications 


most demanding gaming and multimedia tasks. 



Sound Blaster'^ AWE64 Gold 

* Superior quality, low distortion, 90db analog and 120db digital audio outputs 

■ 4MB onboard RAM for SoundFont' samples to experience E-mu 3D Positional Audio 

* 64 voices of Advanced WavEffects' Synthesis and WaveGuide Technology 

* Includes S/PDIF output, gold-plated RCA line outs 


The Hottest Upgrades Create the Coolest PC 


CRE 




WWW.SDUNDBLASTER.CaM 




CIRCLE READER SERVICE #070 

For more information, check out our Website at www.soundblaster.com or call 1 .800.998.5227. 


.o'"'" 


'Estimated Stieet Price 




SOUNtiWiHtKS^ 


MiCRdWtmS 


IhilvGatSixiiKl fte 
.Nod Bcui Nkic 


“The Only Speakers 
You’ll Ever Need.” 


^ SoTswRrHKS 




soundJblaster’ 


Upgrade to Chest-Thumpmg, 
Soul-Satisfying Sound. 




I^EDIA KITS/ 


“May Just Outclass 
Your Home Hi-Fi.” 

— PC Gower 


Turn Your PC into a High-Performance 
Sound System! 

Why settle for the tinny sound of the speakers that came 
with your PC? Creative and Cambridge SoundWorks® — 
designers of highly acclaimed home theater speakers — bring 
you the ultimate high performance, value-priced speaker 
systems for your PC. These amplified subwoofer/satellite 
speakers are carefully fine-tuned to produce highly accurate, 
realistic, wide-range sound — including thunderous bass. 
Creative and Cambridge SoundWorks® — bringing home 
stereo audio to your PC at prices that can’t be beat! 


SoundWorks*’' 

Experience amazing wide-range sound — 
including great bass — on your PC. 

“Simply Sounded Like A Good Home Stereo. 
- PC Magazine 


Micro Works" 

The ultimate PC sound system, with 
crystal-clear highs and room-shaking bass. 

"/ Assumed That They Were Powered By 
Testosterone Rather Than Eectricity." 

- PC World 


Reworks' 

The most affordable PC audio system that 
offers true high-performance sound. 


"Ybu'W Be Astounded... Sounds Like it’s Worth $500. 
- C/NET 


The Hottest Upgrades Create the Coolest PC 


CREATIV 


WWW.SDUNDBLASTER.CDM 
CIRCLE READER SERVICE #070 

For more information, check out our Website at www.soundblaster.com or call 1.800.998.5227. 


©1997 Crealive Technology Lie). 
All othci brand or product names 
listed aro trademarks or registered 
trademarks and are property o) 
their respective holders. 



NASCAR PRO RACING WHEEL • REVIEW A 


Did Someone 
Soy “NASCAR”? 


by Greg Fortune 

lirustiVlaster, no stranger to tlie 
driving controller market, has got a 
new’ offering to ser\'e ii[) in its 
NASCAR Pro Racing \\1iccl.’’nic 
llirustMaster sofhvare installs easi- 
!)’ under Window's 95 and provides sup- 
port for multiple game controllers. You 
can ca.sily calibrate the unit through the 
TlrrustMaster Panel, which configures 
the W'tndows 95 jowtick control panel 
for) ou. 'lire wheel holds its calibration 
fairly well, and needs calibration only at 
the beginning of each session. 

lire setup features a shift lever, a two- 
button wheel, and gas and brake pedals. 
Hie pedals suj)port combined and sepa- 
rate modes, which dctcmrinc wlietiier or 
not tire two pedals are mapped as halves of 


tlie same jo)stick axis; some games prefer 
one ov’er tlie otlier. Tlie biggest annoyance 
liere is that to change tiic pedal mode, >ou 
have to |X)wer down vour computer, make 
(Ik change, and tlien restart. 

71k la)out of tlK conliols works well, 
but iIk wIkcI feels a bit small and tlK but- 
tons could have been placed slightly far- 
tlKr out on tlK sjxikcs. 71k jxdal posilioas 
are also awkwaal, extending almost verti- 
cally from iIk base, and can be uncomfort- 
able and cumbersome to u.se if )ou don’t 
have much leg room under )'our desk. 

One final note; 'Fliis .selu]i worked flaw- 
lessl)' with every game 1 used for testing, 
except one. Yes, tlw N/YSCAR Pm Racing 
WIkcI doesn’t alwa)?; want to be recog- 
nized by. . .get this. . .NASCAR RvciNC 2. 



1 c\ entualiy got it working, but 
1 almost dubbed ittlK’TvIASCARNo 
Racing WIkcI.” 

1 expect a lot hum TlimsbMaster gear, 
but sadly, this wIkc! doesn’t quite make tlK 
grade. It’s a good s)5tem, but several .sliort- 
comings keep it from being great. It will 
.serve jou prett)' well, but be aware of its 
rough edges before )ou buv' one. % 


^APPEAL: Those who just have to 
have ThrustMaster. 


>PROS: Solid design; holds calibra- 
tioR well; everything's included. 
fCOHS: Size 
and layout not 
optimal; that 
NASCAR irony. 


glABS 


Price: S179.95 
Vendor; ThrustMaster 
(503) 615-3200 
www.thrustmaster.coni 
Reader Service h: 317 


NETGEAR NETWORK STARTER KIT • REVIEW A A AAV 



One-Stop Netwoi1( Shop 

by Loyd Case 



N ost strategy and simulation 
games these days have built-in 
multiplayer capability Wliilc 
playing with anonymous 
strangers on the Internet has its 
charms, there’s nothing quite like frag- 
ging your best friends in an up-close- 
and-personal way. If you have a second 
com]iuter, or want to get together with 
friends for some network gaming, then 
the NetGear Network Starter Kit may 
be right for you. 

The starter kit is a complete ‘network 
in a box” solution, and is pretty represen- 
tative of a number of similar products out 
there. NclGcars starter kit comes com- 
plete with a pair of PCI Fast Ethernet 
cards (capable of eitlier lOMbps or 
100Mbps); a 4-port, lOBase-T hub 
(lOMbps); two 25’, Category 5, twisted- 
pair cables; a floppy with drivers; and 
documentation. 


71ic manuals are a hit .sparse, but arc 
relatively complete. Installing the 2 PCI 
cards is straightforward, but you do 
need to read the manuals, NctCcar's 
PCI cards use an Ethernet chip made 
by DEC; Windows 95 recognizes the 
chip and would install ihe drivers for 
said chip— but NctCcar’s docs specifi- 
cally say nol io let Windows 95 install 
the drivers. Windows 95, being the 
ornery creature it is, did list a DlsC 
chip network card in the Device 
Manager, which I had to delete. Once 
past that little hurdle, both cards 
worked quite well. 

'Hie four-port hub is very compact, 
not much larger than a paperback 
book, Tlie supplied twisted-pair cables 
bad sturdy connectors at each end and 
were rea.sonably flexible (some 
Category 5 cables can be very stiff and 
hard to manage). 


Once Windows 95 networking was 
configured, gamepiay proceeded with- 
out any apparent pcrforinance prob- 
lems. The floppy disk also included 
DOS IPXODl drivers (including LSL 
for out-of'the box IPX support), 
Windows NT, Windows 3.11, and 
Netw'are drivers. 

The NctCcar Network Starter kit 
is a solid value and is perfect for 
the gamer interested in network 
gaming, 'i, 



^APPEAL: Anyone interested 
in trying network gaming with a 
minimum of fuss. 


^PROS: Everything you need for a 
LAN in one box. 

►CONS: Setup 
is a little 
tricky; sparse 
documentation. 


^-LAIIS 


Price: $149 (street) 
Vendor: Bay Networks 
(800) 231-4213 
www.baynetwoTks.com 
Reader Service 316 



JANUARY 1996 


ccw 


HARDWARE HARDWARE 





J 

i 

>>; 



(Gasp! Well J never!) 


The editors of £>oof magazine never did, either. 



Never saw a desktop that even came close to 
the Micron'" Millennia' Xru with Fusion 3D.'" 
or a portable that topped the Transport ' Xke, that is. 


That’s why hoof gave both systems an ass-kicking 10 out of 10. 
There's no bettor way to describe them. 


For desktop kicks, the Millennia Xku’s rabid speed, performance and power will 
blow you away, thanks to our raging Fusion 3D option with DVD, 2D and 3D video 
cards, and a speaker system that’ll hurl your boots back to the cow they came from. 

And when you buy a Millennia with Ftision 3D now you’ll also 
get our wild-eyed multimedia gaming bundle, and you’ll pick one of 
four software btindles. Pentium' 



The editors of bool called the Transport Xke portable “the creme-de-la-creme 
of notebooks;’ and they said tlie Millennia Xru with Fusion 3D is tlie closest tiling 
to tlieir dream machine you can buy. Strong language? We deserve every word. 

Call us or visit our Web site today 


Call now to order 

888 - 669-0972 

www,niicronpc.com 


MICZRON 


Configured For Your Lifer 


CIRCLE READER SERVICE #100 


MICRON™ MILLENNIA Mme 


MICRON MILLENNIA Xku 

STANDARD FEATURES 


STANDARD FEATURES 

512KB pipeline imrsi cache, flasli BIOS 


a2440!J< Ctlip SCI 

Iniognited 100MB Iomega Zip drive, }.5‘ floppy drive 


5I2KB intern, it L! cache, 2MB BIOS 

32 voice w.ivcial)le stereo sound with siieakers 


Integrated iOOMB lomeaa Zip drive, 3.5' floppy drive 

USR S|»rt.sier 56K x2 daia'fax modem' 


32 voice waveiable sieroo sound. Advent 009 spetikers 

PCI M-i)il 3D video, MIdiG, 4MB EDO DiiAM 


with subwoofer 

Microsoft imclliMotise™ USB Connections 


USR Sportster 56K x2 data'fax modem' 

Microsoft Windows 95 and MS Plus! 


Diamond Viper V330 128-bii 3D video with 4MBSGRAM 

Microsoft Office W Small Business Ediiioii 


Microsoft IniellLMouse, USB connections 

Qioice of Micron Software Solutions I'ak 


•Microsoft Windows 95 and MS Plus! 

5-yrD-yr Micron Power'''' limned warranty 


Microsoft Office 97 Small Business Edition 

Choice of Micron Software Solutions Pak 

5-year/3-year Micron Power limited warranty 


MICRON MILLENNIA Mme 166 


Intel 166MHz Pentium processor 
with MMX™ technology 
32MB SDRAM 
3.2GB UltraATA hard drive 
24X EIDE variable speed CD-ROM drive 
15’ Micron 500FGx, .28dp (13.7" display) 



MICRON MILLENNIA Mme 200 


Intel 20 OMII 7 Pentium processor 
with MMX technology 
64MB SDRAM 
4GB UltraATA hard drive 
24X EIDE variable speed CD-ROM drive 
17" Micron 700FGx, .26dp ( 16" display) 



MICRON MILLENNIA Mme 233 


Iniel 233MHz Pentium processor 
with MMX technology 
64MB SDRAM 
6.4GB Ultra ATA hard drive 
24X EIDE variable speed CD-ROM drive 
17" Micron 700FGx, .26dp ( 16“ display) 



'Ma-vimum transmission spccdof up to 56Kl)ps when dou nioading 
data and 33.6K1)ps when uploading. However, actual performance is 
dependent upon numerous factors and observed transfer rates may be 
less than the mavimuni potentials. 

"TheCD-RO.M drive w ill be removed upon (he purchase of the 
DVD upgrade. 

‘"Av aJIablconly on Millennia Mme systems. 



Pentium" 


MICRON MILLENNIA Xku 266 



Intel 266MHz Pentium II processor (features MMX technoli^') 
64MB SDRAM 
6.4GB Ultra ATA hard drive 
24X EIDE variable speed CD-ROM drive 
17" Micron 700FGx, .26dp ( 16" display) CQQ 


MICRON MILLENNIA Xku 300 


Intel 300MHz Pentium II processor 
(features MMX technology) 
128MB SDRAM 


8.4GB Ultra ATA hard drive 
24X EIDE variable speed CD-ROM drive 
17" Micron 700FGx, .26dp (16" display) 



FUSION 3D™ OPTION PAK 


IWD-ROM,” DVi3 software' 

1:4 Cool DVD PCI decoder cartl: 6 channel AC -3 to 2 channel out 
capability SPDIF output (digita) audio out) 

AWE 64 ISA sound card 
Cambridge SoundWorte'MicroWorks- 
1 speaker saieliiic with subwoofer stereo system 
Monster 3D grapliics card with 4MB memory'" 
liision 3D game pak: Mecli Warrior 2: Mercenaries D3D version, 
Al I-64D Longbow US. Navy Fighiera '97 
Commands Conquer. Formula 1 D3D\traon 
Microsoft .Sidewinder Pro joystick 

Willi Millennia Xku add S549 
W'iih Millennia Mme add S699 


MICRON SOFTWARE SOLUTIONS PARS 


Choice of one Solutions Pak with the purchase 
of a Millennia system 

(QUICKEN FINANCIAL PAK 

Quicken Delaxe. Family Lawyer, Parents' Guide to Money, 
Financial Platmer 

EDVENTUREPAK 

Includes children's educational and entertainment software, 
ages 3-10 

HOME PRODUCTIVITY PAK 

Family Doctor, Comptons Lncyclopetiia '97 Mavis Beacon 
Teaches Typing. Printshop Ensemble 3, Net Nanny. Crayola 
Magi: 3D 

ARCADE PAK 

X-wing vs. Tic Kigliier, Need for Speed 2, Command 
and Conquer Red Alert, Tlirustmaster Game Pad 


MICRON TRANSPORT Xke 


STANDARD FEATURES 

512KB pipeline biirsi cache 
l28-l)il,2Mli PHAM graphics 
20X CD-ROM drive with AutoPiay™ technology 
Dragon Sysienis' NatiirallYSpeaking Personal voice 
recognition software 
i'ick-a-Poini''' dual pointing devices 
Microphone and i6-blt stereo sound 
iniegniied 33.6Kbps modem (upgradabie to 56Kbps) 
full duplex 

CardBus- and Zoomed Video-ready 
2 inlnirod pons, S-vidco, NTSC. game. USB ports 
Management”' and executive Travel”' software pak 
1 modular expansion bays 
Microsoft Oft'ice 97 Small Busiivas iuliiion 
Minosoft Wmdoiss 95 anl MS Hit! 

5-yeaif3-year Micron Po\wr limited warranty 
Custom nylon carrying case 


MICRON TRANSPORT Xke 166 

I(j6MHzMc*ile Intel Pentium processor with MMX technology 


32MB EDO IU\M 
I.6GB removable hard drive 
I2.rTFTSVGA display 




MICRON TRANSPORT Xkh 233 


233-Mtlz Mobile Intel Pentium processor 
withMMX technology 
48MB EDO RAM 
3GB removable hard drive 
13.3' TFT XGA display 



Call now to order 

888 - 669-0972 

www.niicronpc.com 


Micron Sales Hrs: Mon-l-ri. 6am-10pm, Sat, 7am-5pm. Siia 10am-5pni (MD 
Technical Support Available 24 1 lours A Day 7 Days A Wtek 
Toil free from Mexico: 95-300-708-1755 Toll free from Canada 800 708-1758 
Toll free from Puerto Rico: 800-708-1756 International Sales: 208-893-8970 
Iniernaiional Fax; 208-893-7393 


&iWrUcitn[lan{na.K Miqwitwire Ucr»Etcm3srompXBil<9i>nacnocfnntiriii(iqt«ii,c>['o))giic>>lM|v(l«nar<iutwclU 
MiijMTtx<KmicnM»nir.iyt«s»<4M<<nui>»6u pt<K0oniinLimsirp'>]TiiUx>.'^in]«vire‘c4Mii.n.x (UittraaTUciipciKT 
ttjwrcmoiiottwurittgtOTcr^yw^^iifaBg garget. awMiaayBUotnaadflBiaiaMlg^re tun me oiVHraa tJuMvckltKIu 

Uacr<liKVcnct‘ct^mttr-rsa(«ctn4ft3r<guteLewgc«SMt(4cn3S-n:KnSeasp.T»eki?ltr»MlA/tnllV'tunsfir^iiidfrti]m»UjMMVrtt 
aBrji]ct-«ittfin(riC9pcraicr Uc(Eaerr,’Mna>vt.Wra«thT«.gQ«inYXwst^trfr-9t:r<WIr3eir^gUcr:«grCorticia>«r Prsojtl r.«r)n ol Mcr;i^ 
endure arivnmruarc^tii'Mviair'arUclUovElKntict.lric gl«FUMESt$ltns.K OratnduiItamiiMrMMlatorjrEttiMiKaai 
Dtfpatvt ony vd n»r t< FEtniwU cE riru ifiDKTre corwvs 



MICRON 

POWER 


S.yeii hmdtd Mfnntf on nucroorKOStor oiHt main nvmoiy 
l.yearlamudporttorthrtrtuntwontntr (l-ftor Nr IronsAxI Vrt) 
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Configured For Your Lifei 


HARDWARE 




REVIEW • SAITEK PC-DASH 


Dash Away MFD 



Price: S79 
Vendor: Saitek 
(310) 212-5412 
www.saitek.com 
Reader Service d: 319 


by Loyd Case 

1 11 modem combit ;iirfranies, one tiling 
dial's used to simplify the plctlioni of 
controls isapancl of billions that usual- 
ly lies close to— or in some cases .sur- 
rounds— tlie miillifunclion displays 
(MFD). I've always yearned for a setup like 
this, but didn’t want to go lo tlic length of 
building a virtual cockpit in my basement 
/\nd tlien along comes Saitek, with its 
PC-Dash. Using tlx: same techiwlogy fea- 
tured in die cliess boards in tire companys 
stand-alone cliess computers, llic PC- 
Dash Ls a fully programmable device that 
pings into your kcylroard port with a pas.s- 
through cable, lliere are 35 touch-sensitive 
boLspoLs and three "shift” toggles. Yon can 
have more than 180 controls in all. ’ 1 hcres 
also a gamcpad-likeS-way control and two 
buttons that can be set up as fire buttons. 

Tlie programming tool is a straightfor- 
ward, \Mndovvs-95 ajiplication. Wliilc it’s 
relatively' easy' to use, some of tlie controls 


are ixit entirely intuitive. I'br example, 
vvlx.ni you enter keystrokes, tlx: PC-Dash 
defaults into an automatic mode that 
makes it ini[30.ssible lo backs[)acc or conect 
an error. 'llicrc’s a manual entry' mode, but 
that suitch is buried in a submenu. You can 
assign each hot-,spot multi]ile key-])resse,s, 
as well as Control and Alt combinations. 
You can download pir^anis, as well. 

One cool feature of the PC-Dash is 
the ability to print out your own control 
sheets— in color, ifyou’ve a color print- 
er. Tlie PC-Dash also has a built-in bar- 
code reader, which allows you to pro- 
gram the controller without dovv-nload- 
ing the whole program. Every control 
sheet you print includes a bar code to 
ease reprogramming. Saitek will make 
additional .setups and printable images 
available for free on its Web site. 

Other than the somewhat awkward 
user interface on the programming tool, 
there arc few downsides, it docs take ip 



a healthy chunk of desk space. 'I here are 
tilt-up feet that let the PC-Dash sit at an 
angle, but they don’t have rubber suck- 
ers. Still, the ability to have a comjjlete 
control setup— labeled, no less- is 
pretty appealing. % 


^APPEAL: Any gamer looking to 
simplify complex control setups. 
>PROS: Flexible, programmable 
device; nice programming tool. 

►CONS: 

You have 
to program 
it; desk 
hog. 
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"Massive splatter and gore, astoundingly bad voice acting, inconsistent 
graphics, clumsy interface, noisy sound, and rampant sexism. And despite all 
of its failings, it's actually fun." 

— Mark Clarkson, reviewing Resident Evil 


HOW DO WE RATE? 


We review only finished products, not prerelease versions. The ratings are as follows: 


Outstanding: 

The rare game 
that gets it all 
right. The graph- 
ics, sound, and 
gamept^ come 
together to form a 
Transcendent Gaming 
Experience. Our strongest 
buying recommendation. 


Very Good: 

A high-quality 
game that suc- 
ceeds in many 
areas. It m^ 
have minor prob- 
lems. but is still worth 
your money, especially If 
you’re interested in Oie 
subject matter or genre. 


Average: 

A mixed bag. II 
can be a game 
that reaches for 
the stars, but 
tails short in sev- 
eral ways. It can also be 
a game that does what 
It does well, but lacks 
flair or originality. 


Weak: 

A game with seri- 
ous problems. 
Usually buggy, 
seriously lacking 
in play value, or 
just a poorly conceived 
game design-you 
should think long and 
hard before buying it 


Abysmal: 

The rare game • 
that gels it all 
wrong, This is 
reserved for those : 
products so 
buggy, ill-conceived, or 
valueless that you won- 
der why they were ever 
released in the first placa 
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-k-A-Ai REVIEW • HEXEH II 



A Hex on Quake 

A Competent Conclusion to the Serpent Rider Trilogy 

by Ron DuHn 



Price: $50 
Minimum System 
Requirements: Pentium 
90 (P120 recommended), 
Windows 95 or NT, 16IV18 
RAM (24MB recommend- 
ed, 24MB required for 
GL), 120MB hard-disk 
space, VGA graphics, 2x 
CD-ROM drive, Sound 
Blaster-compatible 
sound card 
Multiplayer Support: 
Internet or Local Area 
Netv/ork ( 2-16 players). 
Designer: Raven Software 
Publisher: Activision 
Los Angeles, CA 
(800) 477-3650 
www.activision.com 
Reader Service ft: 321 




K avcn Software lia.sniacle 
a name for itself using id 
Softwares tcclinology to 
create competent slioot- 
ers with a slight role-plaj'- 
ing flair, It altered Doom 
forlTlilU-mcanddid the 
same witli I!)oom II for 
MI'IXFN. Now, it has 
revised QUAKI', (and bits 
of the QoakK II engine) to create I llOTN 
11. Hl'M'lN II isthclhirclgaine in Ravens 
Serpent Rider trilogy, and it tries to deliv- 
er the single-player experience that 
many fell was lacking in its progenitor, 

Its a commendable effort, one that at 
first glance appears to break from tlie tra- 
ditional b!uc]5rinl. But llrere are .some 
problems that keep it from standing 
alongside the classics. 

ROLE-PLAYING LHE 

1-||':xI':n II doesn’t claim to be a role- 
playing game, and no one is going to 
mistake it for DaocjI'IIUvM .1.. 'fliere are no 
nonplaycr diameters, no qiiasts (in the 
traditional sense), and, except for the 
fantasy theme and four classes, no 
real role-playing elements, 

Tliere are four classes; I^aladin, 
Crusader, Necromancer, and 
A.ssassin. Each has .slight advan- 
tages and disadvanlages, and as 
tliey gain experience llx;y also 
gain new abilities, such as tlic 
Necromancer’s ability to collect 
liealth-restoring soul-spheres from 
dead enemies and tlic Assassin’s 
ability to hide in shadows.'llic 
weapons-set differs for each of the 
classes, both in appeanince and in 
pcrfonnancc. IIk: Paladin’s 
weapons are primarily close-range 
implcmcnl.s, while tlic Necro- 
mancer relies on spells. 

Tlie one drawback to the 
weapons-set is that it is very lim- 
ited-each character has only 
four weapons in his arsenal (or 
eight, if you count the fact that 


these weapons have 
different effects 
when “powered up” 
by the Tome of 
Power). Offsetting 
the meager weapons 
selection is the wide 
range of power-ups, 
which range from 
offensive supple- 
ments, such as the 
Slone of Sum- 
moning (which 
invokes a huge imp 
to fight at your side) 
and the Glyph of the 
Ancients (an explo- 
sive device that 
works differently for each class) to 
more basic power-ups such as the Ring 
of Flight, the Invisibility Sphere, and 
the Boots of Speed. 

The story itself does little to further 
the role-playing elements. 'Ilie accom- 
panying book, 7/)C Chrunicic of 
Deeds, lists plenty of clichdd fantasy 
origins for items and characters (the 


THE EYE HAS IT The attention to detail in the artistic 
design is impressive. It's too bad that every hub didn't 
get the same care. 

Ring of Flight was originally commis- 
sioned by“King Yasvim the Unnily”), 
but these tidbits have little or no 
impact on the game. Apart from some 
sporadic notes left around the levels, 
you’ll have no contact with any plot 
elemenLs wliatsoevcr, 'lire story is little 
more than a loose thread tying togeth- 
er the game’s diverse localions. 


WHERE'S THAT PAGE... Even the nonaccelerated version features more stunning visuals 
than you'll find in any other action game. 
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PREGNANT WOMEN, INDIVIDUALS WITH BACK PROBLEMS AND 
RECOVERING HERNIA PATIENTS SHOULD NOT LIFT THIS PACKAGE. 



The LuCcisArts A.rchiv'es "^ Vol. Ill 
Just a ton of award-winning games. 
(Without spending a ton of money.) 


INCLUDES 


THE DIG®* FULL THROTTLE" - STAR WARS": DARK FORCES““ 


The soltwart in 
this collefliK] Is 
raicJ H-A to TH!! 
hy ihe BSB. 


AFTERLIFE " - MONKEY ISLAND " MADNESS 
PLUS A BONUS DEMO SAMPLER 
Foil PC CD-ROM 
w ww. I Lic£is£irts. com 

;.'*t0193’ticiriinlEr<:iJzM!Er>r&n:»Ce:mU=vtiHMrrai IMiMettannauii 



CIRCLE READER SERVICE #119 



INTO SUB CULTURE AND 


SUBMERGE YOURSELF IN A STUNNING 


SEA CREATURES, AND WARRING FACTIONS 


[THREATEN YOUR MINIATURE SUBMARINE. CAN YOU DISCOVER 


^mEfcAUSE OF YOUR HOME’S DESTRUCTION 


. OB&igneC for 


MIctosott’. 


• REAL-WORLD PHYSICS 











a®?' , : ’ J| 

te'”’* .jB 
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NON-LINEAR GAMEPLAY 






^ rebate! 

on CH Racing 
System Only! 

See box for details 


also available 
without pedals 


GREAT QUALITY. GREAT FEEL. GREAT LOmS. 
GREAT PRICE. AT AIVY SPEED!! ^ ^ 


To find the Racing System or your favorite CH game peripheral visit: 

Best Buy Chips & Bits Circuit City Comp USA Computer Express 
Cyberian Outpost Egghead Electronic Boutique Flight Sim Central Fry's Electronics 
High Flight J & R Computer Micro Center Musicland Office Max Sears Software 
City Target The Good Guys! Thinkstuff United CD-Rom PC Connection 


CIRCLE READER SERVICE #078 


THREE YEARS OR 56,280 HOURS. 
WHICHEVER COMES FIRST. 


m 


USA 

MADE 





WHAT'S THE HUB, BUB? 

Like its predecessors, Hi-MCN II is 
divided inlo luib.s — groups of interrelat- 
ed levels that tlie gainer must traverse in 
a nonlinear fashion. 1 11 has five 

hubs, each with its own theme. Tliere’s a 
medieval village, a Meso-Ameriean 
fcmjrle, Egyptian ruins, a Creco- 
Roman environment, and a gothic 
cathedral. ITic first four hubs end in a 


confrontation with one of Ihc Four 
Horsemen of the Apocalypse (famine, 
death, pestilence, and war), and the final 
hub ends in a confrontation with the 
Serpent Rider Eidolon. 

'Ihe theory behind hub design is that 
it wil help remove the linear key hunt 
that composes the single-player portion 
of most first-person action games. 
Players must go back and forth betvs'een 
levels, hunting for objects 
and opening ])assages that 
access to new areas. 


Mniti-Role-Play 

A fter Quake’s release, many people were protesting Its unin- 
spired single-player component. The game was geared for 
the multiplayer experience from the beginning, and it 
showed. Hexen II falls into the opposite trap. The single-player 
game was obviously the focus, and the multiplayer options seem 
like an afterthought. 

Hexen 11 offers the basic options, including 2-16 player death- 
matches and cooperative play over the Internet or on a local- 
area network. Unfortunately, there are no modem or direct- 
connect options. The five muitiplayer maps are decent for death- 
matching, but the majority of the game’s single-player maps 
aren’t suited for all-out fragfests. 

The distinct elements of Hexen II have varied effects on death- 
matches. The idea of character classes and experience points 
make things a little more interesting— players become more 
powerful as the match wears on. Those on the bottom of the 
heap also get more experience for taking out advanced players. 

Unfortunately, the power-ups that help add diversity to the 
single-player game have an adverse effect on the balance in 
multiplayer. The game basically deteriorates into a race for the 
more powerful items, and those with a good supply of Glyphs of 
the Ancients, Stones of Summoning, or Force Cubes will usually 
emerge victorious against even the most powerful adversary. 





She’ll make your heart 
skip many beats. 

TASMIN “FURY” LEANDRI 
SPECIALTY: ASSASSINATION 

www.vigilance.com 
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IF GUN!) FAIL. BRING IN DOGG. 
IF DOG!) FAIL. BRING IN TEAR GA! 
IF TEAR GAG FAILG. 

BRING IN HELICOPTERG. 



Download the demo at www.sierra.com/swat2. 




POLICE QUEST 

SWAT 


Welcome to the world of Daryl F. Gates and the LAPD. Here, a 
thin blue line separates iaw-abiding society from kooks, crazies, terrorists. 


sociopaths, drug iords and gang bangers. The choice is yours. Join the good 


guys and learn LAPD SWAT tactics, strategies and scenarios. Dr become one of 


society’s miscreants, and take it to the establishment with bombs, grenades. 


and rocket launchers. Alone or on-line, no two missions are alike. All you 


have is your mentai wherewithal and a steely resolve to keep your drawers 


soil-free under fire. It’s not just another day in L.A. Then again, it is. 


IF HIELICOPTIERS FAIL, 
BRING IN THIE NIEGOTIATION TIEAM. 
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DR E A 

o reality 


Hybrid 


GET 
THE NEW 
R£M 
CD-ROM 


3D{x and Window595 Native 


7 



: Inteiplty Productions. I'&OO-INTERPLAiUlgH 
Windows 95 and Mac. 

1 See your local retailer or call 1-800-468'377S. > 

- 


Experience extreme Rapid Eye Movement in this visuaiiy spectacuiar 3DFX action-adventure game. 
Dreams to reaiity...iive out your wildest, most vivid dreams... if you dare. 
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HEXEN II • REVIEW 


'Ihe design has its benefits, 'Ihc hubs 
are certainiy nonliiiear, and tlie ability to 
move fruin one level to the next with 
complete freedom creates the sense of a 
huge emironiiienl- 

But the use of hubs, especially in 
Hra’N' II, has drawbacks, too. Most 
notable is that once )ou clear a level on 
vonr first pass, subscc|uent passes are 
much too boring- /\iso. tlie puz- 
zles in hlLM'lN II aren’t \'er)' 
notable; most require \’ou to 
push a few buttons in a certain 
sequence. Pwen the attempt to 
break from the traditional key 
hunt is only partially successful. 
WliilcI-ll'iXl'.N II has you hunt- 
ing artifacts like a Serpent’s 
hlcart or Canopic jars, these 
items .simply replace kej's as 
the objects you use to move on. 

\Viien the hub design does 
work— as in the Meso- 
Ajiierican levels, whore y our 
goals arc clear and the lc\ cls follow a logi- 
cal progrc-ssion — il .shows that an action 
game can go beyond tlx; blueprint set by 
Woi.hT-:N'S-|K(N 5D. When it doesn’t work 
as well, as in the Egyptian lc\ cls. tiic hub 
design is confusing and fnistrating. 

TlKres not ciKnigh guidance or infonna- 
tion to allow y ou to understand how your 
actions are affecting the environment. 

Nor Is tlxire any' clear indication of what 
y ou need to do nc.vt. 

A SPORADIC AFFAIR 

Whhout question. 1 ll'XKS 1 1 is the 
most v'isually striking action game of its 
kind to date. Tlicre is more \'isual intri- 
cacy in one of |-li'.\T,N II’s Creco- 
Roman murals than in all of Ql tXKK’s 
levels combined. As with much of 
Hrxen II. though, every great feature 
has a dow'nsidc. The detail conies at a 
price: 'file levels lake a great deal of 
time to load, sometimes as long as a 
minute or more. 'Ihe rich textures al.so 
cause some slow'duwii during gameplay, 
drastically reducing frame rales if you 
turn too quickly in ceiiain area,s. 

The enemy animalicin is as impres- 
sive as the environments. Mummies 
crawl along the ground after their 
limbs have been rent, and War’s mas- 
sive Clydesdale rears up as his master 
throws axes at von. As with the 
weapons, though, theres not much 
variety in the animation. There also 


isn’t a w'ide variety of monsters; each 
hub lias one native enemy; and the rest 
arc just different-colored versions of 
Ihe .spiders, scorpions, and archers 
you’ve seen before. 

dlierc are also numerous other tech- 
nical glitches— not "bugs" perse, but 
issues that left me feeling that the game 
was released in an unfinished state. Tlie 


haunting soundtrack is defaulted to the 
“off’ position, which, for the first few' 
levels, led me to believe that the game 
had no music. Certain hotkeys don’t 
work as described, and accidentally 
“(.luickloading” when you haven’t 
“ciuicksavcd” is a one-way ticket back to 
the Windows desktop. Many of the 
technical problems are fixed in the 1.09 
patch, hilt the sheer number of fixes in 
the patch indicates that the game was 
released before its time. 

De-spite its problems, 1 IliXEN II is a 
solid choice for the Ql.i,\KF. fan looking 
for a .slightly more sukstantial single- 
player experience. It’s not going to 
change the face of action gaming, but it 
does offer cnougli di\’crsity' and clial- 
lenge to keep things interesting. % 


^APPEAL: Quake fans looking for a 
slightly more substantial single- 
player experience; gamers who want 
to show off their 3Dfx card. 

^PROS: Intricate and diverse envi- 
ronments; excellent animation; occa- 
sionally inspired level design. 
^COHS: 

Lengthy load 
times; mediocre 
puzzles; lack of 
variety in 
weapons and 
monsters; lack 
of guidance in 
some hubs. 





4k. 



LORENZO “VIPER" MENEZ 
SPECIALTY: RECONNAISSANCE 


JAMUARV 1598 
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Scream through combat strategy and savor every gut-wrenching 
moment of annihilating your enemy. With rage in your veins and 
ASSASSINATION on the brain, be prepared to command this 7th Legion" 
battalion in the ultimate untamed death test. Because once you’re in~it’s 
all about balls-to-the-wall real-time combat action, vrirere "paying your 
respects” is done with a dignified single finger salute. 


Vliimtie 

Taaleal 


www.microprose.coni 

CIRCLE READER SERVICE #196 


IMkroPr 


ANARCHY. Wkge war with up to 6 legions 
via modem, LAN or Internet- then deploy action 
eiemejif cards to wreak havoc an enemies. 


ACTION. MMX technology delivers 
feverish, finger-blistering combat with action 
faster than any other real-time strategy game. 


ATTITUDE. Kiur voracious band of 
ruthless mercenaries gets smarter as they 
collect mutilated bodies for cold hard cash. 





SHADOWS OF THE EMPIRE • REVIEW A A 


Console 

Comucopi 

LucasArts' Gorgeous N64 Port Illustrates 
the Good and the Bad of Console Gaming 


by Martin E. Cirulis 



W STAY ON TARGET The flight sequences are the best part of the game. The Battle of 
I Noth, in which you take down AT-ATs with tow cables, is particularly fun, 


liese days, it seems like yt)!! 
cai't swing a dead iiwtjk 
without hitting a Star IVare 
product: Toys, Ixxtks, maga- 
zines, comics, and games 
hud rrauveau-mythoiogy into 
our faces daily, and all this 
with the new movies only a 
couple years away, Besides 
delivering high-quality Star 
IVars' computer games (not counting that 
Yoda fiasco, of course), LucasArts has 
had a history' of courting 
tlie hideously rich console 
market, most recently 
with Sit/SDOW'SOFITIE 
Emigre, its graphically 
stunning Nintendo 64 
game. Now for the first 
time, LucasArts has trans- 
lated one of its console 
titles to the PC so that 
even us gameplay elitists 
can get a taste of 
Shadow's action. 

ENTER: BIFF RIPROCK! 

Shadows loosely follows the book of 
the same name, which fills in the blanks 
between the second and third Star Wars 
films. We follow the adventures of a Man 
Solo wannabe. Dash Rendar (Oy! V\'ltat 
a name!), as he tracks dow'ii Boba Felt, 
so that our regularly scheduled heroes 
can retrieve the Soio-sicle on schedule in 
Return of the Jedi. In temis of the game, 
this translates into a series of 10 arcade 
sequences, loosely linked to fomi a story'- 
line, though the only actual continuity is 
the number of spare lives you bring from 
one sequence to the next. 

Roughly, there arc three types of 
games offered here: a simple flight sim, a 
first-person shooter, and a rail shooter 


game. Of the three, the flight-sim por- 
tions, especially the games initial offer- 
ing. in wluch you fly a snowspeeder in 
defense of the Rebel Base on Holh, are 
the most satisfying in tenns of action. 
The Doom portions look great and have 
.some nice twists, like the train-leaping 
sequences on Ihe Junkyard world, but 
they’re too sparsely populated and drawn 


out. WTiile the rail shooter sections will 
[jrobably be the least desirable portion of 
the game for traditioTial PC gamers, they 
arc well done, witli action fast and furi- 
ous enough that you have little lime to 
resent being led by the nose. 

Visually, this game is slunning. A very 
high-end PC can give you graphics 
superior to those in the N64 version (of 
course, it is up to the reader to decide if 
that’s worth the -SZ.SOO or so in computer 
costs), and the program makes excellent 
use of 3D accelerators. Buildings look 
great, the textures are fantastic, and ])ixe- 
iation is nonexistent. If you arc looking 
for a game to show off your monster 
gaming rig, then Si iM^ows is sure to 
wou' your friends and neighbors. 


THE ROOT OF THE PROBLEM 

The only real problem for most PC 
gamers is that SH/UJOWS is W'hat it is: a 
console port. It thus brings w'ifh it all 
the limitations of its original form: 
lousy game-save options, limited free- 
dom in gameplay, nonboss opponents 
that act more as flashy targets than 
dynamic and dangerous enemies, no 
multiplayer options, and nonexistent 
replay value (three difficulty levels 
don’t count). LucasArts has done noth- 
ing, outside of upping the graphics a 
bit, to take advantage of a more open- 
ended PC platfomi. 

On the other hand, Sl-iADOWS OF Tl lE 
Empire is far superior to the last two 
attempts (Rebel As.SAUI;!' I and 2) that 
LucasArts made at bringing console sen- 
sibilities to the PC market. It’s a good 
action game, and the lO .sequences are 
large and offer a lot of gameplay. This is 
an excellent introduction to some of the 
best things the console market has going 
for it— but it’s just not much more. S 


^APPEAL: Star Wars fans and 
action gamers who are looking for 
some simple fun. 

>PROS: Incredibie graphics; good 
action in the sim and raii shooter 
sequences; exact port of the con- 
soie game. 

^COHS: First-person shooter 
sequences tend 
to be more 
tedious than 
exciting; limited 
replay vaiue; 
exact port of the 
console game. 









Price: S49.95 
Minimum System 
Requirements: Pentium 
90 for 3Dfx machines 
(P120for all other 3D 
cards; P133 recom- 
mended for all 
chipsets). 16MB RAM, 
3D accelerator, 4x CD- 
ROM drive. Windows 
95-compatible 16-bit 
sound card. 

Multiplayer Support: 
None. 

Designer: Jon Knoles 
Publisher: LucasArts 
San Rafael, CA 
(888) 532-4263 
www.lucasarts.com 
Reader Service d: 322 
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They'll drafi you, bump you, steal your line. You'll try to return the favor. This is NASCAR Racing 2 on PC-CD. Add the 


Nationals Series Expansion 


P/e-/ VB -Too 

lAjihJ, 




Pack for 12 tricky new tracks and 30 crafty new opponents. Buckle up. wm.sierra.coiii/nascar2. IT^ MOT Jmst A <2. A ME-. 

anciiho Papyrus logs oiw Itadcinarks ol Popyrus. NASCABfS Grsrrd Nallonolff Series esponslorr Pock Is otficislly licensed by NASCAR. 1997 NA5CARCd>, ond Grand NotiorrolS. ore regislered trademarks of ihe National Aisocloiion (or Stock Cor Roclng, Irrc. 
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REVIEW • SHADOW WARRIOR 




Price: $49,99 
Minimum System 
Requirements: Pentium 
75 or better, DOS 6.2 
or better, 16MB RAM, 
60MB hard-disk space, 
CD-ROM, VGA-graphics 
card, Sound Blaster- 
compatible sound card. 
Multiplayer Support: 

Modem, serial 
(2 players). LAN, TEN 
(2-8 players). 
Designer: SDRealms 
Publisher: 
GT Interactive 
Buffalo. NY 
(800) 469-5691 
www.gtinteractive.com 
Reader Service if: 323 


Samurai Bored 

SDRealms’ Newest Action Game Is Too Little, Too Late 

by Thierry Nguyen 



IIADOW 

Waiuuor 
has been 
getting 
mucli piil> 
licity — 
including 
from WTiters 
in this publi- 
cation — for 
its racist cliaractcrislics. 

Well, lets put the racism 
card on the tabic now; 

Some among you iw//he 
offended by the game, 
from its use of a mock- 
Chinese accent and 
|-Iiroshima cracks lo its 
“Coolie Mines" levels. Others will not. 
You make up your mind about the 
stereot)'pes; this article is about whether 
the game itself is worth a look, 

SHADOWY STORY 

The plot for Si lADOW WAltRiOli can 
only be described as pa])er-(hin. As Lo 
Wang, )ou hunt down the evil Zilia 
through 20 Icv'cls of zombies, ghosts, and 
ninjas to avenge the death of your men- 
tor, Master Leep. 

Tliisgame, as does Bix^OD, offers inter- 
connected levels lliat flow together logical- 
ly, which makes it 
an improvement 
over DukK 
NUKivMiiitcmisof 
conbnuity. 

Buttlie actual 
level design is a 
mixed bag. WMe 
a few levels are 
well designed in 
tenns of game 
flow and enemy' 
placement, others 
.suffer from Uk 
“ hard-lo-find-key 
.syndrome." A few 
of tlie levck have 


puzzle elements, such as pushing tiles or 
manipulating remote<ontrolled drones, 
but tlicy are too few anrl far between. 

FURY OF THE NINJA 

lincmies .suffer from inconsistenc)' :is 
w ell. Most of tire lime, jou’ll fight zomlric 
ninjas (who look notiiing like ninjas but 
actually have decent Af). Tire}' duck to 
avoid )X)ur blasts, and some will blind jou 
w'itli flash bombs and jnimmel you with 
magic napalm, ^flxsc ninjas, tlic giiincs 
basic grunt uniLs, turn out to be tlic most 
intercaling of a dull bunch of enemies. 

Ihc ripper ranks as die most 
di,s;i[D|iointiiig enemy. Maybe 
tlie moasler designers at 
BDl^alms pla>'ed a little too 
much Doom or Qu/\Kii;, as die 
ripper is just anotlier slobbering 
bcjist that jumps at )ou and 
[lacks aw’a)'with its claws — 
much like Quake’s fiend or 
Dcxim’s demon. 

Tlic infiimous coolie is 
none-too-impressive: It just 
basicall)' runs around and 
explodes when its near j'ou, 
and the resulting coolie ghost Is 
hardly llircalening. 'Ihe female 
ninja is the only otiicr enemy 


worlh mentioning, not because 
she uses Sticky Bombs (as you 
do), hut because slie looks more 
like a dominatrix than a ninja. 

SWORD OF THE SAMURAI 

'Mic wca]X)iis don’t raise die 
excitement lei el much; the only 
wt'a|X)ns worth noting are die 
Iciiana blade and liic ripjier 
heart. '1 he katana blade is the 
most powerful default weapon 
I’ve ever seen. Wliilc many other 
games have pathetic fists or 
knives that are never used, the 
katana blade inflicts alrout 100 
]K)int.s of damage per swing and 
can serve as your weapon of 
choice for most of flic giiinc. 'Hie otl ter 
woilhwliilc weajxiii is tlic ripper lieait, 
which conjures a "Shadow' Wang" lo fight 
alongside yrtu for a while. 

Many'of iIk: new BLIII-,D en^ie fea- 
tures have already been featured in other 
2D games. Ihroms over rooms? L)one in 
ER\DlCv\it)Rand BlXKtD. Controllable 
tanks and turreLs?7hinkOiBERM/\CE- 
l lowevcr, SW’s iRinsiiarent w-atcr is more 
realistic than that of CLQi iakf,. 

Si lAixnv Warrior is an average action 
giiine. Wliilc tlicre are some good en- 
hancements to the BUILD engine and 
sonic good level dasign and enemy Al, die 
rest of the game is mediocre. If this is llie 
last game to use the [JUILD engine, dicn 
ma)' it rest in [leaee. % 

^APPEAL: Action gamers who need 
eveiyr first-person game. 

^PROS: Nice enhancements to the 
dying BUILD engine; a few quality 
enemies and levels. 

►CONS: 

Average fare; a 
bit late; some 
“new” features 
already appear 
in other games; 
stereotypes may 
offend some. 




► HERE WE GO AGAIN SHADOW 
Warrior’s depiction of 
women is only slightly better 
than Duke’s; at least some do 
talk or shoot back. 
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WE HAVE 


THE BEST IN FLIGHT SIMULATION HAS JUST GOT EVEN BETTER 


• FULLY FUNCTIONAL MISSION EDITOR WHICH CAN BE USED TO PRODUCE CAMPAIGNS AS WELL 
AS MISSIONS, • 3D CARD SUPPORT FOR UP TO 33 FRAMES PER SECOND. • MULTI-PLAYER SUPPORT WITH DEATH MATCH 
AND TEAM PLAY SUPPORTING NETWORK, MODEM AND DIRECT CONNECT. • NEW FLYABLE AIRCRAFT INCLUDING THE 
CLASSIC FOKKER D-VII. • ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. • NEW LANDSCAPE 
TEXTURING PROVIDING PHOTO-REALISTIC TOWNS AND VILLAGES. • PLUS FORCE FEED STICK AND MUCH MUCH MORE. 


THERE IS NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMBAT FLIGHT EXPERIENCE 


•FLYING CORPS IS OUTSTANDING” PC GAMER 90% 
“THE DEFINITIVE WW1 FLIGHT SIM EXPERIENCE” 
Pc GAMES A RATING 


“THE NEW King of ww 1 flight sims” CGW 4/5 
“Flying corps is simply stunning” inmMart 
Computer game Entertainment 98% iRfSEV 


I.: I ilflO 2 ill ')70(i WKBSITK 
CIRCLE READER SERVICE #375 


BLOW THE OPPOSITION 
OUT OF THE SKY. 




.micropros®- 




■npar 

^®^Li to inform yot 
regret 

ttiatyo^ ntfhtie'was 
battle. Altttoug^e 


Se*^'?'“rs2rs.. 

. 153^' " 


able on Windows 95 CD-ROM 

3ur local retailer or call 24 hours: 
1-800-695-GAME {U.S. and Canada) 

©1997 MictoPtose, Inc. All rights reserved. Worms2 and Teaml7 are 
trademarks of Teaml7 Software Ltd. MicroProse is a registered trademark 
of MicroProse Software, Inc. All other trademarks are the property of their 
respective holders. Call 1-800-771-3772 for information on Game Ratings. 




The cult classic 
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TAKE NO PRISONERS • REVIEW A A 


Death From 
Above 

k Bird’s-Eye View Isn’t Enough to 
Distinguish This Latest Shooter 



by Robert Coffey 

I li\ i.sitlliatT\KE 

I NoPwsoners— 

h more tlirui 20 
different enemies, 
more tlian 20 dif- 
ferent weaiwns, 
more than 20 dif- 
ferent combat 
items, and more 
than 20 different 
levels— isn't,..um...more different? 
Prol)ably because, in s])itc of all its efforts, 
TNP comes uj) short as a shooter, deli\ er- 
ing mild)}' enjovablc yet iincngaging plaj: 

TNP makes a lot of noise about the 
freedom of its“nonlincar'’ territories, 
which discard the traditional concept of 
sequential levels, but the claim is mis- 
leading. True, many of the environments 
can be explored in any ])articular order, 
but completing them is another mat- 
ter— jou ’ll need pas.scodes from some 
levels to finish others, and some areas 
won’t open until others are completed. 

Terriforv’ design is adequate, but lacks 
any real flair or personality A few puz- 
zles spice up whats offered, but most of 



the game is a b)’- 
thc-hook affair. 

Since the vast 
majority of levels lack bosses or any clear 
goals, you']! often find yourself wonder- 
ing if you missed something that pre- 
vents ) oil from opening a door later in 
the game, \\1ien that happens, you’ll 
find yourself experiencing a banc that 
adventure gamers know all too well: 
retracing your steps to hunt for some 
unidentifiable something. 

FUN WITH GUTS 

Reducing tlie villains of '("NP to a mess 
of blood and gore on tlx; pavement is a 
snaj) with the huge arsenal you're provid- 
ed, which includes plasma guns, radioac- 
tive grenade launelicrs, three types of 
throwai grenades, and more. Useful items 
like hov’crpacks and energj' shields, as well 
as three t)pcs of vehicles, also ensure that 
voull iiitve plenty to keej) }ou enleriained. 

Graphically, 'ITs'P looks prethgorxl, 
with rich color and lots of detail — [xovici- 
ed you have a 3D card. Without 3D accel- 
eration, )ou’ll ix; .saddled with chunky. 


FLOOR SHOW While a 3D card will do wonders to enhance 
the graphics, as in these beautifully detailed carpets, it can’t 
improve on the ho-hum quality of the gameplay. 


sluggish, ugly graphics — even on a PI 30. 

TNPs top-down ]xrs]5eclive is hardl)' 
the revolution Raven would like it to be, 
and it works against tire action. You can’t 
.see much of your surroundings, so off- 
screen enemies can safely' fire at you. It’s 
easy' to lose your bearings, and tlx games 
lame mapping feature does little to iiclp. 
Worse, the depth of the perspective can 
pul upper levek squarely on top of Slade 
W'lien lies fighting, obscuring tlx gunplav'. 

TNP offers sL\ different multiplayer 
games with a friendly handica[)[)ing fea- 
ture. Tlx v'ariety' of games is welcome, 
especially since the game lacks tlx immer- 
sivene.ss and speed of multiplayer giants 
such as Quakf,. Unfortunately, you’ll need 
access to a D\N to get the most out of tlx 
team games since Internet and MPlayer 
play support only two play ers. 

In tlx end,T/\KK No PtUSONmS is an 
also-ran. Its a little fun and diverting, but 
certain to get lost among tlx slew of new 
3D, first-person .siiooters on tlx horizon. % 



^ RIDING SHOTGUN In one Of the better features in Take No Prisoners, you can com- 
I mandeer vehicles, such as this plasma-spewing hovercraft. 


^APPEAL: Shooter fans biding 
their time until Quake N. 

^PROS: Lots of weapons and gad- 
gets; good 3D-acce!erated graphics; 
six different multiplayer games; lots 
to kiil. 

^CONS: Graphics stink without 30 
card; ho-hum level design; lack of 
clear goals or 
endings to lev- 
els; top-down 
perspective 
works against 
gameplay; use- 
less map 
feature. 



iis# 

'-*Tr> 



Price: S50 
Minimum System 
Requirements: Pentium 
90 (PI 33 recommended). 
Windows 95. 16M8 RAM 
{32MB recommended). 
35MB hard-disk space, 

4x CD-ROM drive, SVGA- 
graphics card, Sound 
Blaster 16-compatible 
sound cards, 28.8Kbps 
modem for Internet or 
modem play; supports 
most major 3D accelerator 
cards. 

Multiplayer Support: 

28.8 modem, direct con- 
nection, Internet, MPlayer 
(2 players), LAN 
(2-8 players). 

Designer: Raven Software 
Publisher: 

Red Orb Entertainment 
Novato. CA 
(800) 474-0485 

www.redarb.com 
Reader Service #; 324 


ACTION 



C1997&e9aSoFtNehvor)s, Inc./UI rightsreserved.SegaSott. the SegaSofltogo, HEAT and Uie Heal logo are trademarks of SegaSoft Nelworks. Inc. Windows i 



-5ix feet belo^the 
,eerth, worms are crawling through 
empty caskets. Above ground, the 
putrif Stanch of rotting flejlr hpngs 
in che'^te 3S corpses clairii vittims 
- to feed their insatlable:htf^er. 


Cir^CMATIC STORYLINE FEATUR- 
ING 17 LEVELS OF CARNAGE ANI 
MULTIPLE SUB-PLOTS. 


SINGLE AND MULTIPLAYER MODES UP TO 8 PJ.AYEBS. PLAY « 
HUMANS.OR ZOMBIES IN HEAD-TO-HEAD “EAT YOUR FRIENDS"^bEATH 
, 'M>^TCHES .pN THE HEAT.^ET-ijNTtRNET GAME NETWORK AND* iLANt}. 

' ■'V 


irrCLUDES3 FREE MONTHS ( 
^eat:net premium membi 




eir 





Then, in the cHmattic Hnale, penc 
Jhe complex that houses the seer 
^e^Icad's re^fection. 

■ IF^-XQjU'RE ONLY cS)(«rsUMED BY F 
.YOlJ’RE ONE OF THE LUCaCY ONES. 


: pYEB.50 dJfJ'e.rent 

^APONS,:AN6''‘i>OZBNS-OF 
•GRUESOME DEATH'-TirAPS. 


SIMULTANEOUSLY D{REe;^tFifi‘^ 
ACTIONS OF FOUR HUMANS OR 
FULLY-CONTROL ONE CHARACTEIVa 




FREE DEMO 




: i-888^S£OA^O%T/or II II II III 111 I I < I mil jjiijj I ' ^ 0 V' 

’sH' ' '' ' ■ ^'1 - ■ 

...■y.- ■ . CIRCLf REApEfrSGey!CF#27l' .-fv'AV /“ ^ ■ 





You're Dash Rendar - quick on 

THE TRIGGER OF A BLASTER, 


It’s you and your tiny snowspeeder 
VERSUS A GIANT; IMPERIAL AT-AT. 


Speeder bike mode - fast-paced 

ACTION MIH A KICK START. 





THERE'S flMEH FflCEOF^ i 
EVIL IM THE UNIVERSE. -- 


[HND VOU THOUGHT IT COULDN'I GET HNV UGLIER.] 


Enter Prince Xizor - the newest villain in the Sfar IVars 
universe. In Shadows of the Empire, you’ll encounter 
him along with a host of new Star Wars characters, 
vehicles and locations. With your 3D accelerator, it's a fast, sharp, colorful universe - so detailed, in fact, you 
can see the trigger of a blaster. Enter the fray in 5 gameplay modes; ground shooter, space < 
speeder bike, jet pack and snowspeeder - all in an effort to protect Luke from the evil clutches 
of Xizor - a face of evil so dark, you'll only find him in the shadows. llllllllJ.lllC9SBrlS.C0in 

0. TM 8 S> 1997 Liiuslilin Lid. All Rights Ressived. Used Under AulhorlLallon. SUn Wais and the LucasAris logo are regislered Irademarlts, and Shadows ol the Empire Is a trademark ol Lucaslilm Ltd. 
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-k-k-k-k REVIEW • VIRTUA FIGHTER 2 



Vlrtua Perfection 

k Fighting Masterpiece Finaiiy Comes to the PC 



Price: S40 
Minimum System 
Requirements: Pentium 90, 
16MB RAM. 45MB hard- 
disk space, 2x CD-ROM 
drive, 640x480 256-color 
SVGA graphics, Sound 
Blaster 16-compatible 
sound card; supports 
Windows 95-compatible 
gamepads/joysticks. 
Multiplayer Support: 

Modem, serial link (2 play- 
ers), TCP/IP, IPX 
(2-10 players). 
Developer: AM2 
Publisher: 
Sega Entertainment 
Redwood Shores, CA 
(800) SEGASALES 
www.sega.com 
Reader Service #: 325 



p ROUND TWO While arcade gamers get to play Virtua Fighter 3, PC owners can at 
I least savor the rich gameplay and new moves and characters in the port of VF2. 

by Kelly Rickards 


ogas superlative Virtua 
['■’ iCTflKRZhas inadetlie 
IraiTsilion to tire PC, and 
while it.six)t tlieiTerfect 
translation I’d hoped for, tlie 
light, balanced gameplaj' of 
llie arcade version has, 
lhankfull)', lx;en preserv'ecl. 
ViiuUA FlCl HER first made 
ils c(>in-o[3 appearance as a 
flal-shadccl, jjolygonal fighting game fea- 
turing motion-captured characters and real 
martial arts moves. Although all the action 
in Vl'l took place on a 2D plane, tlie 
swooping camera angles and 3D charac- 
ters gave tlic game a look that continues to 
inspire 5D fighters to this da): Tlxse davs, 
VlKlllA Dci riWi has mo\'cd into its tliird 
iteration in tlx; arcade, w'hile tlie second 
edition in tire .series li\'es on in Sega Sakim 
consoles and has now come to tlie PC. 

IS IT LIVE OR IS IT MMX? 

Running on a P200 Mm at 640x480 
rc,solution, Vl'2 was a virtual (no pun 
intended) clone of the arcade/Satum 
game. All 1 1 characters have ever)' single 
mo\ e, counter, throw, and special move 
from the arcade g<nne. Unlike die Saturn 
and arcade versions, this PC s'ersion does 
not mil at 60fps in high res. Because of 
this, Vl^ on the PC docs not have the 
lightning-c[uick control response that 


cither the arcade game or tlic Saliim 
conversion can lioast. But compared to 
other 3D fighters on the PC, it is on 
another pla- 
teau entirely. 

Virtua 
F iGiriERZon 
the PC is truly 
Vl^, Despite 
a .slight slug- 
gishness to its 
play (it’s still 
faster and 
more involved 
than other 
polygonal 
fighters on the 
PC). VF fans 
and novices 
alike will find themselves immersed in a 
fluid, weii-crafted gaming experience. It 
took just a few niinute.s to get used to the 
.speed of play, and once I did, 1 discov- 
ered I could use the same techniques 
and .strategies 1 used in the arcade. 

In fact, ViRlUA FlC.l IIERZ (which is the 
most complex of all fighters) was easier to 
[iki)’ using tlie keyboard than an)- other 3D 
PC fighter I’ve sampled, though 1 recom- 
mend using a good gamepad. 

GRAPHICS WITHOUT PUNCH 

Fighting games may live or die by the 
quality of their gameplay (or lack there- 


of), but eye candy sells games, and 
today’s top titles need good graphics to 
coni])lement their gameplay. Tiiis is 
especially Ime in the case of modem 3D 
fighlcr.s. Sad to say that wiiile Vl^ looks 
great, it could have (and should liavc) 
looked even better than the arcade 
game. Vh7 PC supports only 
DirectDraw, and as such, the game 
looks only slightly better than the Saturn 
conversion, even on a P200 u'ith MMX. 
Tlie.se da)'s, almost all 3D fighters on tlic 
PC support Direct3D and can use the 
]xj\\'cr and features of a liigh-cnd 3D 
accelerator (such as 3Dfx or Power VR). 
For me, this was the game's bi^est di,s- 
appointincnt, since the visuals on the 
PC [Tort could liave surpassed those on 
Sega’s coin-op Model 2 architecture 
(which lacks 
features such 
as bilinear 
filtering and 
antialiasing), 
Other than 
that, VF2 estab- 
lishes a new 
benchmark for 
3D figliting 
gaiTic[)]ay on 
the PC and fur- 
ther solidifies 
Sega’s reputation 
as the master of 
3D fighters, ‘t 


^APPEAL: Anyone who wants to 
sample the greatest 3D fighting 
series of all time. 

^PROS: Exquisite and deep 3D 
fighting gameplay; supersmooth 
character animation; great game 
balance. 

►CONS: 

Somewhat dated 
graphics; poor 
sound balance 
between effects 
and music; no 
DirectSD 
support. 







^ ^ Think X-Com meets 
and )'ou niiglil see the 
picture, tmd subsequently 
start salivating, ^ ^ 
GamePen 


Lead o squod of up to 10 Space Marines 
in over 30 terrifying turn-based missions! 


^^InaihdtioH looks to be one 
of the best tactical combat 
games of the year. ^ ^ 

PC Games 


Slaughter the bloodthirsty Scoy'Ger with just a 
point and dick using the intuitive interface! 


^ ^ Eveiy single weapon has some 
kind of demented effect, all of 
wliich are wondeitilly gross 
and twisted. 

online gaming review « 


^ ^ ...Blue Byte h;is created what 
h;is to be one of the best 
looldng strategy games ever. ^ ^ 

Computer Games Strategy Plus 


View the stunning real-time 3D graphics from 
almost any angle with a free-floating camera! 


mnu^atses. irsTuim. irsimvmi 




LAN • internet 
Ptay-by-Moif 
Kati'“ ■ Mpioyer’ 


First I 

10,000 Copies 
inciude * 

3 Extra Missions i 

& A Free Incubation 
Welch Otier! ^ 
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Serious gamepteyeis dont play by the chKk - so why should your softwae store? 

Hiats why we cfeated Softnania Softmania's virtual shelves are stocked with thousands of games, utity, 
business and edutainment titles, and because we^ on-Sne, you can order anytime - day or night With overr^ht defivery 
to anywhere hi the U.S. and Canada*, and a hassle-tree return policy, Softmania is your most comierient source for software. 

Thousands of Titles 'Daily Specials ‘Free Software for Softmaniacs 



wwwLgamesnianla.com 




OVERNIGHT 

DEUVERT' 

Now thru Dec.31M997 


Oyemtght shipping by 



wanLDWioe express • 


www.softmania.com 

>§1997 iFtoali, Inc Gaaienoiito. SaitFMtMi nd iftwituetifldrrndtksoiiFtonl, loc. Allrigte reserved. All tiedeRiarluondregirteted iradeinarksarethe properly o( their re^edive owners. 
* Orders receivtdb; 3:30 PM EST. will be shipped For oeist doy delivety. OHer applies in the U.S. only. 



PRO PINBALL: TIHESHOCK! • REVIEWS A AAA 


Pinball Wizardry 

Empire Gives Jaded Pinbail Piayers Shock Treatment 

by Denny Atkin 


inball is a simple game, 
but it can be a disaster on 
the PC. Real pinball is a 
\'er}' tactile game, with 
serious players using pre- 
cisely timed flippering 
and gentle machine 
nudges in order to post 
their initials on the high- 
score board. On the PC, 
though, if the developers get the ball 
])hysics a little bit wrong or screw up the 
angles off the bumpers, pinball devolves 
into a simple (and dull) arcade game. 

Pro Pinb/\ll: Timeshock! is a 

pure, natural pinball simulation. It 
doesn’t try to do anything that you 
wouldn’t see in the arcade. It focuses 
on realistically re-creating a pinball 
table, and it succeeds wonderfully. 

HOW DO YOU THINK IT DOES IT? 

Times! iock! isn’t based on a real 
table, but if Bally created a real-world 
])inball machine from this design it 
would probably do well. It has all the 
po|nil<ir features; three flippers, scoops, 
ramps, and multiball play. 

It also has an interesting “plot” fortliose 
gamers who actually want to do more 
than just keep the ball in pla\' indefinitely: 
A time-tras'e! experiment has gone horri- 
bh’ wrong, and )'ou must save tlie wodd b)' 
collecting crystals and Tachsonium. As 
}ou make various challenge shots and 
boi loses, lire machine sends you (using 
cues on the dot-matrix display' at the top of 
tile screen) through the past and future, 
giving you tlie requisite point bonuses for 
completing various tasks. 


Tliis culminates in tlieTlMESHOCK! 
Frenzy' mode, which sends y ou back to tlie 
dawri of time, at which point you have 120 
seconds and five balls to save tlie universe. 

/Mong tlve way, youll also occasionally be 
treated to simple ganres on tlie dot-matrix 
screen, in which you use llie flipper buttons 
to navigtite a series of obstacles in order to 
gain bonus points. Tie designers exercised 
admirable restraint liere, creatingsimple 
monochrome gimes tliat you'd expect to 
see on a real pinbill machine, instead of 
going hc^-wiid w'itli 24-bil, 3D graphics. 

WHAT MAKES IT SO GOOD? 

Tic pliy-sics in TmeSHOCK! are top- 
notch. Tlie only time 1 questioned its real- 
ism w'as during some shots when tlie ball 
seemed to move more speedily tlian it 
would in real life. Empire explained that 
this was liecause its physics simulation 
assumes a perfeedy clean tabic, wliile a real 
ball on a real machine is often slowed 


somewhat by the 
natural accumula- 
tion of dust. 
Perhaps well see a 
"dirt level" setting 
on tlie next ^me. 
[dipper and tilt 
controls are good; 
my'only disap- 
pointment was 
that Empire had 
modeled an elec- 
tronic plunger 
ratlier than a man- 
ual one diat would 
allow'you to alter 
your launch force. 

Tic giimc sup|x>rts resolutions from 
640x-}80 all tlie way' up to 1600x1200, with 
color depths from 256 to 16 million. Ev en 
at 1024x768 resolution widi 16-bit color, 
movement was sillq-sniootli on my P166. 
Sound is toi>nolch, with good music and 
autlientic, cri.sp digital samples. 

You won’t find anything obvious missing 
here. 'Ilicrcs even an autlientic table setup 
mode that lets y ou not only adjust bonus 
levels, tlie numlx;r of balls, and so on, but 
also perfomi aullK'iitic tests on lights and 
solenoids. Empire has e\'cn promised— 
pcrha[)s in a fit of overkill — to post a patch 
that will add Internet multiplay: 

Pro PlNlULL: TI.MES] iOCK! has cap- 
tured the essence of pinball. M thats 
missing is the smoke and the smell of 
spilled beer. % 


^APPEAL: Anyone who enjoys real 
pinball, or anyone who wants to 
practice real techniques to avoid 
being embarrassed next time they 
play at the local bar. 

>PROS: Supeit) hall physics; good 
table design; top-notch graphics and 
sound; amazingly 
detailed machine 
setup mode. 

^OHS: Some 
old-time pinball 
players will miss 
the mechanical 
plunger. 










Price: S39.99 
Minimum System 
Requirements: 

Pentium 60, DOS or 
Windows 95, SMB RAM 
(16MB for Win 95 ver- 
sion), 1MB SVGA local- 
bus video card, 20MB 
hard-disk space, CD- 
ROM. Sound Blaster- 
compatible sound card 
recommended. 
Multiplayer: Motseat 
(1-4 players); Internet 
play to come in patch. 
Designer: Adrian 
Barritt 

Publisher: Empire 
Interactive 
San Francisco, CA 
(415) 439-4854 

www.empire-us.com 
Reader Service d: 326 
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Weaponry 
hrough the Ages 




■:m 


Panther 

Upgrade your Joystick to 360° of two-fisted 
independent move-and-aim control. Digital 
precision. Advanced deathmatch domination. 


Panther XL 

The first complete 3D combat controller! 

Everything the Panther offers... plus a premium flight 
stick, built-in throttle and 1 7 programmable buttons. 




Team Madcatz presents the Panther and Panther XL. Made from the 
finest ingredients the science of war has to offer. Don't ask how we did it. 
ask what it can do for you. Because in 3D combat, as in controller design, 
there's only one philosophy: By any means necessary. 

CIRCLE READER SERVICE #093 





for 


rne 


.pgl.net 

IW 


computer gaming crowd 


Sponsored by AMD", hosted by Total Entertoinment Network", ond 
|L^driven by popular demand, the PGL" will do for computer games 
S^^Jwhat the NBA® did for two peach baskets and a medicine ball. 
We’re talking serious revolution. How serious? How about $250,000 in cash and 
prizes in the first year? How about "quit your day job and start honing your 
deathmatch skills” serious? Okay-now that we’ve got your attention, read on... 


AMDH 


The first PGL season feotures two 
of the most popular games ever: 
QUAKE® and Command & Conquer®: 
Red Alert'". Like a major tour 
event in golf or tennis, the 
PGL’s inaugural season begins 
November 3, 1997 with a four- 
week qualifying period. Once the 
top 128 Red Alert and 128 QUAKE 
players have been identified, 
league ploy kicks off in early 
December. Future seasons will 
feoture more game categories 
and the hottest new gomes. 


X997'-1998 P$L Schedule 



simulbtion: fblcon *.o 

Online Online LIVE 

Qualification League Play Finals 






in.'JiotNJtfCS' 


AMD 


C A M E 5 P 





Logitech 


in cash and prizes 


There’s a whole lotta cash up for 
grabs in the PGL How much cash, 
exactly? Try $30,000-^ in each 
three^month season, for a total 


The PGL is a fully structured online organization 
based on exhaustive rankings, seedings, brackets 
and standings, with cash and prizes going to the 
top 20 players in each 3-month season. 


FuHy-loadi 
MMX’^ Enhc 
Processor 


The PGL is where online gaming gets real: Real 
money. Real rules. Real referees. Real competitors 
playing real games in front of real audiences. 
Real-time action, strategy, and more, coming 
real soon to your PC. 


Logitech^ gamt 
confroUers < 


.S. Robotics'" 


S6K modems with 

r* 

42"' technology : 


fls someone who’s been in The electronic entertainment business 
from the beginning, I’ve been involved in a lot of breokthrough digital 
ventures. The PGL is on idea whose time has come, and I’m honored 
to ploy a part in its formation and future evolution.” 


PGl Commissioner Nolan Bushnell, 

creator of Pong, founder of Atari, and digital visionary 


<rnd much more 


TOJ^L $250,000 jh cash and prizes 
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REVIEW • RESIDENT EVIL 




Price: S39.99 
Minimum System 
Requirements: Pentium 
90 (P133 recommended): 
Windows 95: 16M8 RAM 
(32MB recommended): 
300MB hard-disk space: 
4x CD-ROM drive; 4MB 
3D card with Matrox 
Mystique, 3Dfx Voodoo, 
or Rendition Verite 
chipset; DirectX-compat- 
ible 16-bit sound card. 
Multiplayer Support: 

None. 

Designer: Capcom 
Publisher: Virgin 
Interactive 
Irvine, CA 
(888) VIE-COM1 
www.vie.com 
Reader Service #: 327 




Mansion Raider 

Resident Evil Goes House-Haunting on the PC 

by Mark Clarkson 




I tried not tolike R]■:s!Dl^^^^ 
liviL, with its massive splatter 
and gore, astoondingly bad 
voice acting, inconsistent 
gra])hic.s, clumsy interface, 
noisy sound, and rampant sex- 
ism. lliis third-person aetion- 
advcntiire game, set in and 
about a creepy old mansion, 
features every plot device that 
77ie X-Files ever rejected, 'fiiere are 
mutants shambling about, killer guard 
dogs patrolling the ground.s, acid-spit- 
ting zombies roaming the halls, and 
giant snakes crawling out of holes in the 
attic. Tiicre are even man-eating sharks 
.swimming around in the flooded base- 
ment, and they seem the most believ- 
able part of the gamc.l wanted to hate it 
all — but 1 couldn’t. Despite all its fail- 
ings, Resident E\ii- is actually fun. 

SWING BOTH WAYS 

You can play the game as one of t\s o 
characters: Chris (a man) or Jill. Kudos 
to the games designers at Capcom for 
making the game play differently 
depending on your choice. You’ll see 
different cut-scenes, find different 
items— when Jill discovers a bazooka, 
for example, Chris finds only an ammo 
clip for his Barelta — and experience 
different endings. 

As either character, )ou must explore 
the mj'stcrioiis mansion, col- 
lect items, and uncover secret 
doors (tlie usual iti games of 
this type), while blasting zom- 
bies, giant tarantulas, and 
such. Kee]5 your health up b)^ 
eating the herbs you fiiid 
growing around the bouse. 


r POP GOES THE ZOMBIE RESIDENT EviL 
exploding zombie head, so steer clear 

pla)' it, as did Iccli su[)[5ort. With a key- 
board, simple operations such as manip- 
ulating the games menus and option 
screens were much more trouble than 
they should have been. 

You can save your game onl)' at cer- 
tain key locations, by using a typewriter, 
and )’on can only drop items at a few 
sjjccial locations. 

My favorite interface oddity, though, 
is the stairs, it took me quite a while to 
figure out that I had lo“u.se” the .stairs 
with the action key, rather than simply 
u'alkiip them. 

'Ihe camera viess-s arc [jrcset, and 
change automatically as j’ou move from 
place to ])lacc, so )i)u have no control 
over your view'. 'Iliis means that as you 


A BAD CASE OF PORT 

RI‘,S1DENT E\ii. originally 
came out for the PlayStation, 
and Ihe PC port makes few' 
allow'anccs for the game’s new 
platfonn. Tire manual recom- 
mends you buy a g-amepad to 


► EATING CROW Resident Evil mixes action and 
adventure gaming. There is plenty to kill and 
explore. The interface is clumsy, but the gameplay 
is good. 


brims with gore, as evidenced by this 
if you find excessive violence distasteful, 

inos e from one side of a room to anoth- 
er, you sometimes inads'crtently w'alk 
right into the amis of a zombie. 

Character control is often clumsy and 
at times infuriatingly difficult, especially 
when precise positioning is called for, 
such as when )'ou has'c to line up to [>ush 
a statue off llic balcony. 

ihe prercndcrcci moi'ies arc mudd)’, 
and minor clipping problems and disap- 
pearing textures plague the game. /\nd 
don’t get me started on the voice acting! 

Still, there's lots of challenging game- 
play here, for those w'ho like their adven- 
tures splattered with gore. Although ded- 
icated gamers can probably bull their 
wa)' through it in a weekend, multiple 
endings and multiple characters give it 
good replay value. Ifyou like it the first 
time, you’ll want to play again. S 

^APPEAL: Fans of Dark Shadows 
looking for a gorier Tomb Raider. 
^PROS: All-in^good-fun liloorifest; 
good replay value; gameplay varies 
according to character choice. 
^COMS: A slew 
of interface 
problems and 
inconsistent 
graphics; terrible 
voice acting; 
excessive vio- 
lence may offend 
some. 


CGW 


JANUARY 199B 




ffdcr Scrolls’ 


r i oin the epic role-playing woi ld of JDaggcrfall 6c PLrena, springs 
forth a sinister talc of mortal conflict 6c triumph. The celestial 
citadel known as Battlcspirc has been ravaged by a black-hearted 
Daedra Lord. If this dark Lord & his minions can brush aside an entire 


defending garrison of the Empire's Battlcmages, can you, a solitary hero. 
’ ' stand a^inst them*? 


Create your character with the proven character design S)'Stcm based on the Daggcrfall game 
system. It gives you unrivaled power to custom-build the exact type of hero you want. 

• Chat with, conspire &' then betray your enemies. Mete out 

justice with sword 6c fyre. Battle fiends so cunning they ' 

I smell your blood, hear your footsteps. 6c track you like prey. 

^ • Sxpiorc cxciuisitcly detailed ^ interiors 6c exteriors. From 

^ ominous dungeons to towering castles, all rendered in ! 

^ splendid hi— res & hi-color. 


Wage war in multi— player mode! Team vs. computer, team 
vs. team or the ultimate Dcathmatch via IPX or Internet. 


fin ^Ider 'Scrolls® Legend 


MllSm ^OriiUOiC 


Piccard Drive • Rockville, MD 20850 • 13 B 8 » ^01.590.7552 • Fax i^oi.gib.Soio 

flrcn.i — Rnic Olaying C.imr t'f tile Vent: Ci’'f|'oli'r OiiiiiiiigM'orld, Ce'injiiilci Player. Oaiiic Miudnne. C'.nitir> M:ig;jzinr. 

O.n^crl'nll — Role Pbyiii» Cininr ol' vlic I'eai ; tV'inpmer Coining W orld. PC. Gainer. PC Gaines. VX* TiiH.ay. C,GDC. I^jvlllglit .^wai d 

*, P.-iggrrlHIl®. flrciui®. ll.iiilcS|'irr’" & Tlic fililcr fti rollr® arc n.iilnn.irks ol' .Mcilin 1 ci hnology l.iiniud. C.ocyrmlu© Mrili.a Tci lniologj l.i'inilcd. .^11 right 
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The Slider pcrolls'^ 

‘ Role-Dlaytng Game 
of the Year* 


K Role— Playing Game 
of the Year*^ 


The ^Ider ^Scrolls® 
L,cgend jSeries begins. 









W^sM 

l^'M 

Kt 

Wm 




16 Missions in 4 Episodes • 20 death-seeking monsters *13 incredible weapons & items 

Dynamic effects including water, rain, snow, wind, smoke, dust, sparks, explosions and distant fades 


Blow off monsters’ limbs as they continue to attack with remaining appendages 


Multiplayer battles through TCP/IP (Internet), IPX and serial port 

npri F HFanFR .<;FB\/irF 
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Nuclear Blast 

Interplay’s New RPG Is A Post-Apocalyptic Dream 

by Jeff Green 



Price: $54.95 
Minimum System 
Requirements: Pentium 
90, Windows 95 or DOS 
5.0, DirectX 3.0a 
(Windows 95) or 1MB 
VESA-compliant SVGA 
card (DOS), 16MB RAM 
(Win 95) or 32MB RAM 
(DOS), 2x CD-ROM drive. 
Microsoft-compatible 
mouse, Sound Blaster- 
compatible sound card 
(recommended). 
Designers: Tim Cain, 
Chris Taylor, Chris Jones, 
Leonard Boyarsky 
Publisher: Interplay 
Irvine, Calif. 

(714) 553-6655 
www.interplay.com 
Reader Service #; 329 


I n the worid according to F/U.LDLTT, 
Los Angeles is going to be an even 
inorcliellisli place to live in tlie 
year 2161 than it is right now. /\nd 
there wli be far worse problems 
than morons talking on their cell 
j)hone,s while driwng. Try nuclear 
radiation. And giant scorpions. And 
human imitanls— big, mean ones 
with rocket launchers. 

This is the setting for Intcq^lays edgy, 
highly entertaining new role-playing 
game, a game that emerges— after a long, 
often torturous three-year development — 
as, quite suq^risingly, just about the best 
Ill’G to i)e released in years. Wilfi a com- 
pelling plot, challenging and original 
c|U£sts, and, most im]X)rtantl)', a ricli 
emphasis on character deselopment, 

F/\l J,OlJf' Ls tlie payoff for long-suffering 
ITl’C faas wlio have seen tlie genre dilut- 
ed in recent limes by an endless stream of 
half-baked, bugg)', utiiixs[>ired duds. 

GLOW TIME 

Tlie game’s ouLstandingly evocative 
opening cut-scene sets up the stor)'. in 
the year 2077, with the earth’s supply of 
petroleum and uranium nmning low, a 
dcv'astating world war breaks out, wiping 
out most of civilization in just two hours, 
Tlie story picb up about 80 years later, 
as the focus shifts to you, a lifelong resi- 
dent of an underground nuclear shelter 


housing hundreds of people. You are told 
by the vault’s overseer that the controller 
chip for the v'ault’s water purification sys- 
tem has tlied. ITe gives you just 150 clays 
to leave the shelter and find a new chip 
before the water sujiply runs out, 

Tliis is FAM.OLri'’s first, main quest, 
and it will take giimcrs quite a while to 
solve it, but it is far from the end of the 
story. You’ll find yourself getting mixed 
up in the various exploits of thexse living 
above-ground — including raiders, gang- 
sters, religious culls, and radioactive 
mutants — while fighting critters (of 
course) and avoiding nuclear radiation. 

Tlie water-chip quest is timed — if you 
don’t find it in 150 days, )T)u lose — but 
after that the game is non-linear. Y)u can 
embark on anj' sub-quests at any time, but 
as you keep playing you begin to learn 
tliat there is a larger ulxerplol at work thats 
a clev'er, creepy amalgamation of Mad 
Max, Daw v of tJie Dead, and '/7re X-Files. 




► ITS YOUR VAULT You have just 150 days to bring the water-purification chip back to 
\ftiuit 13, shown here, or you and eveq«Dne you know dies. 


PARTY OF ONE 

I'Al.lDtrT^s greatest asset is that it is 
tniiy character-based, with every decision 
you make affecting the world around 
you — and affecting the endgame as well. 
As such, the game rewards multiple play 
and cxijcrimentation. 

You begin tlie game by creating your 
char.iclcr to your own specifications (see 
sidcbiir), and from tlien on, every decision 
you make will have far-reaching repercus- 
sions. T hroughout tlie game, as various 
NPCs try' to enlist yoiu help, y'Ou’O be 
forced into moral dilemmas — you'll hav'e 
to choose between peacemaker or assassin, 
team pkiyer or lone wolf, altruistic do-good- 
er or selfi-sh Ixistard, ’lour choices will deter- 
mine how the game plrys out 
If you walk into a store wilii guns blaz- 
ing, killing everyone and stealing every'- 
thing, don't ex]x:ct to be very popular. But, 
on tlx: olixr hand, you’ll walk aw-^' with a 
lot more loot at a much clxaper price. In 
tlx tradition of the greatest RPGs, 
IX two people will have exactly 
tlx same experience w'ith R\LL- 
C)i;r, because every' play'er w'ifi fol- 
low' hLs own agenda. In the two 
times 1 played tlirough, once as a 
good guy and once as a Ixartless 
murderer, it felt as if 1 had played 
two different games. As a bad guy' 
it vwis me against tlx world, 
destroying everything in my' way. 
As a good guy, 1 w'as a beloved 
champion, with a party of four faitliful 
NPCs on my quest to save humanity. 

SHOOT ME, SHOOT YOU 

F\IJt)l/riises a tiiird-person isometric 
view, ^ la DiABiX) (tlx only feature tlxse 
two games share), and tlx overall graplric 
design, which evokes tlx kitscliy feel of 
1950s’ Cold WarAncricana, Ls riclily 
ins])ired. Eveqlhing in the game — ftom 
the load screens to tlx interface to the tnily 
brilliant manual (a .sixiral-bound ‘Vault 
Dwellers Surv'ival Guide," complete witli 
recipes) — contributes to create a consistent 
atmosi^lxie and mood. 
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Hk game’s combat s^'stem is him- 
based, which might bore or disapjMiiit 
Dl\B!£) fans, but will be welcoine to most 
hard-core RPGers. Each him you arc allo- 
cated a number of“action points” 
{depending on your charac- 
ter’s stats) which you can use 
to move, fire or reload a 
weapon, engage in a melee 
attack, or clieck inventory'. 

/\ny' action points not spent 
on a particular him will roll 
over into your amvor class, 
increasing your defensive 
capabilities for that him. 

Tire only real problem! 
had with combat involved a 
suspension of disbelief. \bu 
and most of your enemies are 
usually canning some sort of 
high-powered weajxin — 
ranging from small pistols to 
laser rifles to rocket launch- 
ers— and, gh enthe close distance at 
which fighting occurs, many battles .seem 
to go on for what often feels like a ludicrous 
amount of turns. One rocket down the 
throat ought to be enough. 

ATOMIC WASTE 


Isn't that SPECIAL? 

T he heart of Fallout is the character generation system. As most readers proba- 
bly know, Fallout began life as a GURPS game, the popular Generic Universal 
Role Playing System developed by Steve Jackson Games. "Creative differences" 
between the two companies, however; led Interplay to abandon GURPS and create its 

own system well into 
the game’s develop- 
ment. And what 
Interplay came up with 
is actually pretty good. 

Dubbed SPECIAL, 
the level-based system 
works off seven primary 
statistics for your char- 
acter: Strength, 
Perception, Endurance, 
Charisma, Intelligence, 
Agility, and Luck. When 
creating your character; 
you first have a few 
points to spend to 
increase any of these 
stats. Next, you pick 

three "tag skills" in which to specialize, such as first aid or lockpicking, and finally, you 
can select up to two optional traits— which all have both positive and negative effects. 

The choices you make here aren't frivolous, but will have a profound effect on how 
the game plays out. My character (shown here) was quite the hero, earning the mark of 
“champion" and having good karma to spare. But he couldn't hit the broad side of a 
bam with a rocket launcher 


/Mthough pAiJOirPs interface is excel- 
lent overall, the inventory'^stem isvvav'too 
cuml)eRome. forcing you to tediously 
scroll through a single-column vertical list 
every' lime you trv' to locate an item. 

E'iLLOLTT’s quest log is also flawed. 
/Mthougii il.s purpose is admirable — to 
automatically keep track of your various 
quests- it doesn’t do so consistently, 
failing to add some quests or clear them 
when you've finished. 


Tlxj ^mes many dialog Irccs don't fitlly' 
lake into account tire ranebmness of how 
you might play. Sometimes yon can ask 
Nl^Cs tiring you shouldn't know'alxnit yet. 
Characters you've encountered already' will 
act like you've never met (Irem every' time 
you go back. For ex;]m[)le, Killian, lire store 
owner in Junktown, could nev er remember 
me, even after I rescued him from an assiis- 
sin. Eventually 1 just .shot tlic ingratc and 
looted his stoie. 

If you play' your cards rigliL 
a few NPCs will join your 
party; and while tliey’rc nice to 
hav'e around, tlx.7 can also lx; 
more trouble tlian llicy're 
worth, \bu don’t control 
tlKin — tire C l^U does — and 
many limes, ilK;y'’ll get in tlx; 
way; blockingyour path or 
shooting you instead of tlic 
enemy', 'llicy' also don'l gain 
experience or pick up items. 
\bu can gve them better items 
to iLse — hut the melhocl for 
doing so is a complete kludge. 
More jDlaycr control over other 
[Daily nicmhcrs would be a big 
improvement for tlie sequel. 



I OUTTA MY WAY! One Of FALLOUT’S only real prob- 
lems are the occasionally stupid NPCs. Here, I was 
completely boxed in on this plank, and was forced 
to either shoot my way out or restart the game. 


GROUND ZERO 

Don’t mistake tlrese gliteixs for big 
]Drol)leiTis, however. FaU/)U1' Ls easily tlx: 
Ixat role-playing game released in tlx; past 
year, and may'lx; longer. Its a game that 
clcaify was a lalxDr of love for tire design 
learn, with humor, sty'le, and braiirs to 
spare, and with a vvonclcrfully' refreshing 
em])hasi.s on character devclojDmcnl and 
dccLsion-making, For rolc-playcrs its a must 
have, but anyone with even passing intercsl 
in llx; genre should clx;ck it out as vvcll 
F/\l J/DUi'is- wiiat do lire kids s^' ixdvv?— 
da bomb- % 


^APPEAL: All role-playing fans, 
especially those who thought the 
genre was dead. 

>PROS: Compelling, original story 
rewards multiple play; strong empha- 
sis on character development; tons of 
sub-quests; excellent graphic design. 


^COHS: A few 
aspects of the 
game— such as the 
NPCs, inventory 
system, quest log, 
and combat sys- 
tem— are a hit 
flawed and buggy. 
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The Critics Have Found The Light. 

"A fantastic adventure...rich and rewarding...one 
of the most engrossing PC gaming experiences in 
long time." "A Rating " — PC Games 

"Games don't get much more absorbing than 
Dark Fartb...adventure gamers definitely should 
experience it." ir-k-k'k 
-rr Computer Games Strategy Plus 

"...lavishly detailed and exquisitely conceived... 
Dark Earth's detailed graphical touches are sure 
to impress." hoot 




ADVENTURE/RPG 


'Aik'ki 




Price: S54,99 
(average street price) 
Minimum System 
Requirements: Pentium 
too, Windows 95, 16MB 
RAM. 75MB hard-disk 
space, 4x CD-ROM, 
640x480 16-bit dispiay, 
DirectX-compalibie sound 
and video cards, mouse. 
Macintosh Requirements: 
90MH2 PowerPC, MacOS 
System 7,5, 9MB RAM, 
65MB hard-disk space. 
4x CD-ROM, 640x480 
16-bit dispiay. mouse. 

Multiplayer Support: None. 

Designers: Cyan 
Productions 
Publisher: Red Orb 
Entertainment 
Novato, CA 
(415) 382-4745 
www.redorb.cflm 
Reader Service #: 328 
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Myst Again 

With its Famitiar, Lever-yanking Gameplay Riven 
Emerges as the Ultimate Myst Clone 

by Robert Coffey 




pciago of Wvcn until you find Catlicrinc 
and send word that )’oii’re ready to 
rcliim. Unlike Channehvood and the 
other ages from N'hST. Ri\T-;n has native 
fauna and people as well as an actual 
enemy, Gehn. Unfortunately, all this plot 
is merely back-story; Once the game 
proper begins, storytelling gets thrown 
out the window— rather odd for a game 
that features a godlike writer as its cen- 
tral cliaracter. 

It should be no surprise that I^VI‘:n is 
the most gorgeous game you're likely 
ever to see. Somehow Cyan has found a 
way to improN'e M\^'s legendary graph- 
ics, uith each screen besting the one 
before it in use of light, color, and simple 
beaut)'. Tire exquisitely rendered textures 
of veined rock and rough metal are so 
beyond real, j’ou can practically feel 
them through your monitor, '^llie result is 
a game world of eye-popping splendor. 

'Hie game handles sound and music 
with similar finesse. Evocative noises 
ranging from tiiunderous volcanic rnm- 
blings to subtle beetle buzzes add to 
the sense of wonder 
that Riv^n creates. As 
in the original, sounds 
provide clues as well 
as ambience. 


w POD PEOPLE Riven’s incredibly rich graphics are obvious in this duster of earthen huts. The painstaking 
I detail, fastidious iighting effects, and almost tactile textures create a game world like no other 


GAME ENGINES AND 
STEAM ENGINES 

Wliilc these 
enhanced carryovers 
from the first game are 
admirable and desirable, 
other returning features 
of Mysi' are less wel- 
come. h'or one thing, the 
game engine — the 
Mother of All Point-and- 
Click Interfaces — has 
changed little, except in 
speed. Movement is still 
a step-by-step, slide- 
show affair, rendering 


Y ou don’t mess wth suc- 
cess, you don’t kill the 
goose that lays the gold- 
en eggs, and if you’re 
Cyan Productions, you 
don’t screw w'ith the 
best-selling adventure 
game of all lime when 
you design the .sequel. 
ITJVI' N is basically M^'S'l' 
all over again — only more so. All the 


► WE GOT YOUR INTERACnVITY In a nod to 
increased interactivity. Riven includes this hang- 
man type minigame. Playing the game mn't 
help you progress, but it provides valuable clues. 


PARADISE 

If anything, RlVtiN .supplies 
even less plot than the first 
game. At that game’s end, Mys' 1' 
veterans will recall, the wTitcr 
Atrus was concerned about the 
welfare of his missing wife. 
Catherine. /Vs Rivkn stai1.s, 
Atrus gives you one of his 
famous linking books so that 
you can travel to Riven to find 
his spouse. Unlike the others, 
this book is strictly one-way, 
stranding you in the iiush archi- 


Irademarks of the earlier game arc there; 
the unbelievably beautiful images, the 
e\'ocati\’e sound effects, and the strange 
and wonderful worlds, along with the 
same button-pirshing, Icver-cranking 
puzzles in the same sterile, nonintcrac- 
tive, .slide-show' environnienls, 'Ihe 
legions of M^'b'l'fans w'ill love it while the 
legions of MY.S't' foes might find the five 
discs ideal for skeet. 


ONE-WAY TICKET TO 
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^ MYST-ERY TRAIN Mine carts and trams like this take the place of 
I Myst's linking books. 


opted against taking any risks in aspanding the game 
world from tlie first game. 

Wliere you’ll stand on i^VlsN’s gamcpla)' boils down to 
how much you liked Myst’s. As in the first grune, pu/y,lcs 
ticrc have no real connection to the story and focus greatly 
on getting various machines up and running. I'aced with 
my first steam \'alvc, I found mj'self thinking, "Heic wc go 
again.” Playing 1^VI''.K is a lot like being dropped into a big 
shoe factoiy.'lhcrc’sa big .shoe-making machine missing a 
few ])arls and an instruction manual in a foieign language. 
Sure, getting the machine to work is a challenge, but do 
you really care? 11i\'1':n’s lack of a com])clling story' Icas'es 
you feeling more like a mechanic than a gamer as you nin 
around the islands shunting steam and pressing buttons, 


the world in lush, static shots as you mo\’c 
along predetemiined rails. The world is a bit 
less rigid this time around, with a few flying 
insects and lapping pools of water thrown 
in to add some motion to an othenvise 
static environment. Inexplicably, tall grass 
remains motionless even when you hear 
gusts of wind. 

Like MYSf, Riven offers the same odd 
mix of the primitive and the industrial. 

Rough wooden idols conceal elevators, 
roller-coaster-like trams transport you 
from island to island, and fantastic hologram-proiectors are 
nestled in stone-age fishing villages, 'lire designers have 


D'NI IN DENIAL 

Hie lack ofNPC interaction was 
one of the major critieisms leveled at 
Mys r, and R]\'i':Ns designers have 
responded to the challenge like a 
fift h-grader asked to use limpid in a 
sentence wlio answers, “lie is v er)' 
limpid.” Yes, there are people in 
Rivi'N, a primitive group called D’ni 
with their own language and culture. 
Artifacts, drawings, and written clues 
from the D’ni are scattered liberally 
throughout the archipelago; the D’ni them.selve.s are not. Good 
luck actually interacting with thcm.'nic D’ni .slam doors in 



FROGGIES IN THE MYST People and 
animal life inhabit the world of Riven, 
though interaction is kept to a minimum. 


MysT-Conceptions: 

One Reviewer’s Rant 

G ame reviewers such as myself are often accused of having some sort of ven- 
detta against Myst. Invariably someone asks, “If Myst sucks so much, why has 
it sold millions of copies?" Well, if public acclamation alone denoted worth. Dirty 
Dancing would be great cinema and Citizen Kane v^uldn’t even make it to public- 
access cable. So why is Myst every game reviewer's whipping boy? 

As a game, Myst is okay. But as a wildly successful game, Myst has wreaked 
hawDC on adventure gaming. The gaming industry is a lot like Hollywood, churning out 
copies of whatever does great box office. Piranha followed Jaws. Ice Pirates followed 
Star kters, and so on. What these pale imitations failed to understand was that the 
models they were striving to equal succeeded because they were original, not because 
they had killer fish or star fighters. When Myst first hit store shelves there was nothing 
quite like it. And like Doom and WarCfwt II, it spawned a slew of imitators. 

Unfortunately, most of them sucked. Humorless, self-important, and trumpeting 
their artistic worth, these games focused on the worst aspects of Myst, resulting in 
an agonizingly dull succession of pretty and plotless games. That Myst was just an 
ok^ game only compounded the problem. Imitating a quality product is a better 
strategy than imitating a middle-of-the-road one— and that's why lackluster fare such 
as TiMELAf>SE is appearing in a closeout bin near you. Sure, there are worthwhile 
clones, ones that even surpass Myst (Amber and Buried in Time, among them), but 
these games integrated story and puzzles to create an engaging whole-something 
that Myst itself failed to do. 

That so many of the Myst clones fail despite their faithfulness to their inspiration 
points to a last reason why Myst rankles so many of us: How did such an average 
game get to be so dang popular? 


your face, run away from v'ou, souikI 
alami.s and (hen run avv'ay from yon, and 
even leave vv'ithoiit a word when you re.s- 
cue one from a [)ri.son. But as a vital part 
of the game, thev’ arc a virtual nonfador. 
The tone is prdty well established vvlicn 
the one guy wlii^ seems to want to talk to 
you is killed at tlie beginning of the game. 

Ultimately, Cvan plavs it safe with 
RiS'IsN, ITins of M’l'Srvvill no doubt revel in 
the incredible graphics, great sound, and 
the rich e.vfension of the original game 
world. ’^Miose less in awe of MiS'Tvvill find 
little improvement: l^EN falls back on the 
same old gameplay, the same old lack of 
interaction, the same old sterility. * 1 ; 


►APPEAL: Myst fans. 

►PROS: Jaw-droppingly beautiful 
graphics; great use of sound; chal- 
lenging puzzles. 

►CONS: No story to engage your 
imagination or 
drive gameplay; 
puzzles unrelated 
to plot; noninter- 
active world lack- 
ing a sense of 
life; same game, 
new title. 





JANUARY 1998 


ccw 


ADVENTURE/RPG 




SIMULATION/SPACE 


-k-Ai 


REVIEW • IF-16 






Price: $49.95 
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Multiplayer Support: 

Modem, null modem 
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Designer: Digital Integration 
Publisher: Interactive Magic 
Research Triangle Park, NC 
(919) 461-0722 
www.digint.com 
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Falcon Too, Oh 

An Entertaining F- 16 Sim That Brings Nothing New to the Party 


by Robin G. Kim 

igitiil Integration has fol- 
lowed tlie lx?rd. Tlie coinj^a- 
nys ToiiN/MIO whs certainly 
unique — a haid-core 
ground-attack simulation, 
and one thatls .still a Ijcnch- 
maik for its niclK. Nest was 
/Xl’ACill'; w'liich alniasl sin- 
gle-handed!)' resiLscilatc'd 
tlx: combat liclico))tcr .sim 
genre. MIN'D, tlie follo\s’-up, grwe gamers a 
chance to fl)' for tlx; “bad gii)s” in a decid- 
edly unsexj' aircraft, atxl .set starxIareLs 
for helicopter flight model realism. y‘\nd 
now tliere is tF-16, a prtxiucl so dcris-a- 
tK-c that yxw liave to wrrnder if tlx: dc\ el- 
opers simply ran out of idc<as. Not only is 
it an r-i6 Fighting Falcon sitn — strme- 
thingofa cliche in itself — but dcs[)ifc 
tlie new plane and a few incremental 
impiwcments, its gamcpla)' options, 
graphics, and battlefield environment 
are almost identical to I liNDs. 

/Vi with its two immediate predeces- 
sors, iF-16 includes an instant-action 
mode, a set of 20 training rnksioas, and 
10 single mi.s.sions, plus one campaign 
in each of three tlicatcrs (Israel, Cypnis, 
and Korea). Tire campaigns alt share a 
linear stmctiire with 10 stages. Win, and 
you progress to tlx; next stage. I xise, and 
you take a step backward. At each stage, 
your mission is randomly .selected from 


tiso i)rescri|Dted [xissibililies. '1 his adds vari- 
ety wer ninltiplcplaylhroughsifyoucon- 
si.stcnti)' win. 'Rirow some losses into tlie 
mix and you could face itic tedious 
]5ros[K:ct of flying the .same missions over 
aixl over again. 

Multiplayer mories consist of the 
usual free-for-all dealhmatch, two- 
player cooperalis’e single missions, and 
team play (you must destroy the opposi- 
tions headquarters). Ci\'cn how' inuch 


Ai’ACiiii:, it’s a shame that it can't inter- 
connect with them. 

WINGED SWISS ARMY KNIFE 

'Ilie missions maybe canned, birttlx-y 
offer excellent saricty — befitting the F-16’s 
flexibility as a tme multirole aircraft. 
/\ssignmcnt5 include precision strike, air 
sujieriority, photoreconnais.sance, close air 
sup]iort. mine laying, and morc-/\ fiill- 
featiired mission jilanner lets you zoom in 
on target areas, clx:ck for holes in the 


lF^-16 has in common with Mind and 



^ CLOSE CAN COUNT The CBU-87B Cluster bomb is accurately modeled, scattering hun- 
I dreds of bomblets over a wide area, with devastating effects. 



Diminishing Returns 


T he graphics engine in tF-16 is based on the one used in Hind, which 
itseif evolved from Apache's. The designers have dipped into this well 
one too many times. Though the landscape looks nice enough at maxi- 
mum detail, with an impressively high visibility limit, it isn’t exactly eye-pop- 
ping compared to other sims. That would be easier to accept if this game 
rendered terrain at a high frame rate, but it is actually quite jerky on all 
except the fastest hardware. Reasonably smooth updates are attainable with 
most Pentiums if you dial back the detail far enough. However, on anything 
slower than a P5-166, the results will not be pretty. There’s no 3D card sup- 
port, although a Digital Integration support rep said a patch to support 3Dfx 
cards will be available around January. DOS and Win 95 frame rates are 
comparable, with the former having a slight edge on some systems. 
Performance issues aside, the terrain graphics are certainly functional 
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eneiws air defenses, and map 
out fliglil plaris for )'ou and )oiir 
winginen. Using tiie attractive 
loadoiit screen to customize 
5 'our amiament configuration is 
a snap, and it presents you witii 
no ie.ss tlian 20 t)q)cs of ord- 
nance to clioose from, plus 
(Imp tanks and an ECM pod, 
to name onka few' options. 

Hie sims a\ionics are some- 
what simplified, so not esery- 
radar function has been mod- 
eled, and targets are automati- 
cally identified as soon as \ou 
designate them. Gameplay is 
far fiom simplistic, however, 
dire air modes allow limited 
control over tire scan pattern 
and include a Raid Cluster Resolution 
mode, u'hich simulates tire real APG-68 
radars ability to distinguish between close- 
lyspaced air targets. Ho\\e\er, the use of 
this and a few ollrer functions caused tire 
ganre to crash on rare cx:casions. 

IncliLsiorr of I A\T1RN (Low-Altitude 
Nas'igation aird 'largeting InfraRed systenr 
for Night) pods is probably the highlight of 
tire .sinrs sy'stenrs irrodeling. Altlrough the 
real-life terraiir following autopilot is not 
irrodclcd (iror is tire irrore traditional 
autopilot), tire navigation pod can project a 
irronochronre greeir iirrage of tire upconr- 
ing terraiir onto the HUD, whiclr makes 
l(rw-le\el niglrt missions a blast to fly. 

'lire game manual and tutorial book- 
let do a good job of describing how to 
operate these systems and tire various 
w eapon-delivery modes. However, back- 
ground infonriation on your F-16 and 
the nrany threats you vrall face is con- 
spicuously abseirt. Also, several features 



LOCK HIM UP The padlock view uses special symbology to 
efficiently communicate which way you’re looking, as well 
as your aircraft’s attitude, airspeed, and height above 
ground, as it automatically tracks the selected target. 


are docunrented only in tire Rt’AD.ME 
file on the CD. 

FLYING ON RAILS 

Perfonnance-wrse. the F-16 flight model 
is fail!)' accurate, despite its being a little 
o\'erpo\\ered. Its nrain drawback is that it 
lacks fluidity. Errgirre spool-up lag, tire after- 
bunrera voracious apfredte for fuel, and 
energy' bleed in hard turns are well repre- 
sented, however, nrakiirg dogfighis a chal- 
lenge. 'Hrouglr tire enemy Al is up lo this 
task, its zombielike in BW (beyond visual 
range) conrbat, aird it rarely maneuvers lo 
avoid missiles, "^bur vvingmen are no Ix^lter. 

Maintaining sight of bandits in a knife 
fight is eas)' thanks to the game’s conr- 
[rrehensiv'e v'ievv system. Its smooth 2D- 
view panning is cither too slow or 
iiircontrollably fast, but it is suppleirreirt- 
cd by a complete set of fixed views and 
an intuitive autotracking padlock view. 
I^adlock can latch onto a target selected 


on radar or to^le betvveeir air- 
craft within visual range (using 
the'V key— the command listed 
in the READ.ME file is incorrect 
for US. keyboards). 

1 lordcs of friendly and enemy 
uirils (air aird ground) slirg it out all 
around you as you endeavor to 
conrplete your assigired tiisks. 
Digitized radio messages fionr 
friencll)' AI pilots enhairce lire 
atnrosplrere further, but beconre 
rejretitive —you will quickly tire of 
yourvvingman exdaiming“Lets go 
kick sonre ass!" al tire beginiriirg of 
every' sortie. 

Wliile the high lev'el of enenry 
activity may be immersive enough 
lo gel your adrenaline punrpiirg, it 
isn’t particularly realistic. In real life, going 
up against the wall of air defenses preseirt 
in nrost of tire missions would be positive- 
ly suicidal, lire designers drastically 
reduced lire effectiveness of encmv' mis- 
siles; at irrost difficulty levels, they are triv'- 
ially easy' to defeat by using chaff, flares, 
or ECM, or by just tunring. 

SAME SIM, DIFFERENT PLANE 

lF-16 is essentially a marriage of the 
most often sinrulated combat aircraft iir 
history with a slightly tweaked version 
of the AI’ACI I1:/MinD engine. It brings 
aliriost nothiirg new to the table. Tlris is 
not to say that it is a bad game— origi- 
nality isn't ev'erything, and the game 
can be fun to play'. But at a linre when 
every new flight sim promises to be big- 
ger and better, [F-16 must resign itself to 
having mediocrity as its defining trait— 
it is neither especially good nor espe- 
cially bad at anything. % 



enough. The exaggerated topography offers plenty of hills 
to hide behind, and it is easy to judge altitude visually in 
iow-level flight. 

Other than for the F-16 you get to fly, the object graph- 
ics are rather plain. Your aircraft is a stark contrast, boast- 
ing a transparent canopy, visible ordnance moving control 
surfaces, meticulously animated landing gear and gear 
door movements, and even a visual distortion effect caused 
by the jet exhaust. Other graphical effects are lackluster. 
Planes appear undamaged until they vanish in an explosion 
when shot down; destroyed ground objects are treated sim- 
ilarly, leaving simple craters behind. 

The visuals in iF-16 may not be much to write home 
about, but they get the job done— if you have a fast 
enough PC. 


^APPEAL: Die-hard Apache and Hind 
fans needing a fixed-wing fix. Flight 
simmers looking for moderate com- 
piexity and vibrant battlefieid environ- 
ment at the expense of some reaiism. 
kPROSt Fairiy good flight model and 
variety of mission types; ultra-short 
mission load times; clean graphics. 
kcoNS: Canned missions and no 
mission builder; potentially repetitive 
campaign struc- 
ture; inefficient 
graphics engine; 
skimpy manual; 
incredibly dense 
enemy force con- 
centrations detract 
from realism. 
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Five-Star General 

This Panzer Is Anything But a Retread 

by Tim Carter 



SNOWY DEMISE Winter scenarios, like this one around the Finnish 
town of Suomussalmi in 1939, showcase the trees, bridges, and 
the detailed mlniatures-style units. 


\cr)’ once in a w liilc, a wdl- 
constmctcc! sequel puls to 
shame all of the cheap, grccd- 
inspirecl knockoffs and 
exploitation products. P\N/Klt 
GI';n1':ii\1. 1 1 is such a sequel, 
capturing perfectly the flavor 
and challenges (hat made 
P-vv/i'.ir so popular. 

iVloreo\’er, the game sacrifices 
none of the simplicity that made the 
original so engaging, yet manages to add 
enough depth and nuance to give 
gamers a fundamentally new product. 

NO WAITING 

FOR ALLIED GENERAL II 

Panzer Generm. ll. unlike its prede- 
cessor, lets 3'ou control any of the three 
major Allied armies in addition to the 
Ccnnan.s. Game mechanics, however, 
arc fundamentally unchanged from 
PANZi'iR GenERU,. You still execute 
orders by pointing and clicking, hut now 


vou ha\e 
much greater 
flexibility in 
controlling 
your troops. 

Units can be 
actuated and 
dcacti\ated at 
will, and 
become 
"done" only 
when (hey 
exhaust their 
movement 
points. Most 
units can still 
attack only 
once per turn. 

Msually, 

PaN7I'',rCenI'',R'\i,II is stunning. 'Ihe 3D 
perspective makes it ca.sy to recognize 
most units, and the background scenery 
is great. 'Ihe designers ha\’e rationalized 
the ma|) and unit scales for Panzer 


Generm, ll, keeping the scenarios con- 
sistent across longer campaigns (whicli 
sometimes reach 15 battles). 

'Hie consistency of scale adds several 
interesting nuances to combat. For 

instance, heavy 
artillery now' may 
fire at greater 
ranges (up to five 
spaces), and 
high-velocity 
tank and antitank 
cannon can now 
fire from two 
spaces' distance. 

Mca\N' artillers' 
now prov ides cov- 
ering fire for 
manv defensive 
units, and inter- 
locking artillcrv 
networks can 
make defensive 
lines much more 
difficult to crack. 

Long-range 
fire from tanks or 
those deadiv SSs 
gives \ou more 
flexibilih' in plan- 
ning attacks. For 
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Requirements: Pentium 
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RAM, 30MB hard-disk 
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example, in 1943, most Soviet tanks laek 
long-range guns. Tlic Germans, out- 
classed at short range, must play a deli- 
cate game of fire and mo\’e to hold off 
their numerically su]3crior enemy. One 
thus learns why the Allies feared the 
German 88, particularly early in the war. 

RECON IS NO LONGER A LUXURY 

The spotting and visibility rules have 
also changed, making reconnaissance 
units absolutely es.sential. /\ir units no 
longer have a huge range of vision and 
are almost useless in bad weather. 
Movement of any kind becomes highly 
dangerous without proper reeon, and it’s 
possible to set traps and ambushes for 
your opponent. 

/\ir pow er in general has i)een dowii- 
graded considerably, 'flic Gcmian 
Stukas arc still fearsome when attacking 
ground units, but on the whole its no 
longer possible to steammll defensive 
positions with air power alone. Purists 
will be glad to hear that the distribution 
of antiaircraft units has been scaled back 
to more historical proportions, particu- 
larly in the earl)’ British, French, and 
Soviet armies. Tlie Gcmian fighters are 
especial!)' weak early in the war, and ) ou 
\sill have to work much harder in the 
Blitzkrieg campaign to attain air 
su]3remac)’. 

While .some .scenarios remain 
walkovers, manyare genuinely difficult, 
a welcome change from R\Ny-Kll 
Gl:.\ER’\L. in w'hicli onl)' Norwa)' and 
France offered a serious challenge. 
When )’ou play the Gennans on the 
attack, the final two scenarios against 
the United States can be ver)' intimidat- 
ing— though [ think it’s a dirty trick for 
the designers to gi\'c the U.S. access to 
1945 equipment while restricting tlx: 
Gcmians to 1944 models (and less pres- 
tige, to boot). TTiis objection aside, the 
campaign paths arc fun, challenging, 
and dis'crsc. 

In another change from PG, there's 
no apparent limit here to the size of your 
core force. You are greatly limited, how- 
ever, in the prestige you have available, 
meaning that you won’t have the 
resources to build your ami)' to<i c|uickly. 
Over time, you must decide between 
buying new units and upgrading those 
you already have. 

/Ml this gives force management a 
more dynamic feel, and you must plan 





on the Marcii 


T he addition of Allied campaigns stands out as one of the highlights 
of Panzer Genqui ii. As each Allied arniy comprises different units 
wiUi dramatically different abilities, each campaign presents differ- 
ent challenges and opportunities. 


The Americans, for ii^nee, bene- 
Atifronritnpresslve heavy arhil^ : 
and tactical atr power. U:S. tanks 
are weak, but even Uey can blast 
through defenses by using 


comtnnedraims. Generally, 
campaign Iwhibhheilii^as does 
UioJritlsh, at Salerno) involves 
repeateiFraces against tim^ rather 
than difficult opposition. 


The British come 
equipped with wimpy air- 
craft and guns, although 
upgrades are available. 

British tanks improve 
quickly however^ giving 
them a fighting chance in 
the siugfests around 
Caen. Because their tacti- 
cal bombers are so weak, the British must be more creative and persistent 
to destroy the Panthers and Tigers that stand between them and victory. 


The Russians have some gr^t equipment in ctose, but suffqrftom a 
tragically weak air force and a lack of long-range tirepower. Speed and 

multiple attacks in 
the face of heavy 
losses wilt usually 
carry the day, but 
as the Russians you 
must be wilting to 
lose many mare 
units thanas any 
other army. 
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SO fierce.) 


► Wicked Direct 3D and Glide Gaming action 
Award-winning, realistic 30 performance 
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It doesn’t just surround you. It swallows you with 
realistic, heart-pounding 3D sound. And now, when you 
combine the amazing new Monster Sound PCI-based 
3D audio card with our award-winning Monster 3D 
graphics accelerator, you’ll have the ultimate gaming system for your Windows 95 PC. 
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for NASA virtual reality simulators— Monster Sound provides stunning, digital-quality 
3D positional sound. And, according to Computer Gaming World, the Monster 3D 
graphics card is the ideal solution "for no-holds-barred blistering 3D performance." 
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games and Web sites. Together, they deliver 
performance that blows everything else away. 
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^ SPEARHEAD AT KURSK An unfortunate Soviet T-34 bites the dust in an 
I overrun attack. 


carefully to meet tlic demands of 
upcoming battles. Wth llic need for 
more rccon units and the o\'crall weak- 
ness of fighters (as the Germans and 
Soviets), }'ou will ha\'e io build and use 
units (hat were comjjietely unnecessary 
in Panzer GenERM. On my w-ay to 
work! domination as the Gennans, 1 
had three mobile antiaircraft units and 
two recon units in my core as early as 
the first battle in France, circa 1940. 1 
also made good use of one or two 88 
antitank units. 

YOU VILL FOLLOW 
MY ORDERS, JA! 

Unit leaders constitute another inter- 
esting addition to the game. Some units 
start with leaders, while others gain 
them after winning a particularly diffi- 
cult engagement. I eaders give unils 
additional special abilities or strengths, 
many of which significanlly improve 
their combat and movement. 

PaN7ErGenI’.iw. 1I isn’t entirely 
without glitches. On my com[)utcr it 
had a tendency to freeze momentaril)' 
during j)!ay. It ne\er crashed completely, 
but it did get stuck for 10 or 1 5 seconds 
every now and again, 'llicre is also a bug 
in the Soviet campaign that allows the 
Russians to build ’134/41s free of 
charge. Now', 1 know these tanks were 
used en masse, but. . .. 

At least one loader attribiile— recon- 
naissance movement — can also be a 
detriment. Rccon units in PaN'ZER 


Generm, I! mos'e in [jbases, allowing 
them to scout and retreat as thc)’ would 
in real life, \\4ien one of my infantry 
unils acquired a leader with this .skill, it 
w'as able to move like a recon unit but 
was unable to use ils motorized trans- 
port. Infantry on fool, regardless of their 
skills, are of minima! use in a blitzkrieg. 

Also, could tlicy possibly liave found 
wimpier bagpipe music for the Brilisli 
background score? Yuk. 

As you might expect, these admitted- 
ly minor quibbles hardly detract from an 
othensise fantastic game. As if the sin- 
gle-pla)'cr options weren’t cnougli, 
P/\nzerGenER'\I- II comes with a sce- 
nario generator and extensive online 
and email options for hvo-playcr 
games — promising would-he 
Guderians and Pattons endless hours of 
entertaining and challenging ])lay. Now, 
if you’ll excuse me, 1 think! hear thc 
General Staff calling my name . . . . 


^APPEAL: Fans of the first PG, 
and anyone who remotely enjoys 
challenyins strategy games. 
FPROS: Addictive, fun, easy, and 
yet subtle; great depth; good Al; 
Internet play; hundreds of hours of 
campaigning. 

FCWS: A few 
tiny glitches; 

Allied campaigns 
could he longer; 
it won’t turn 
lead to gold. 
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THE GAME 


that a highly contagious virus has infected your 


computer 


defending your PC with anti-virus weapons and vehicles 
building factories, fortresses, and spy cameras. 'J: 


navigating through your own computer in real-time 3D. 

fighting your way through Levels based on your own files and documents 

seeking and destroying multiple virus strains. 


Get ready for the most;originaL game in years. Virus: The Game Lets you 
journey inside your computer to confront the infection eating away at 
your files. 

Travel through you r, graph i c ‘;.fi L es i n 3D and see those graphics on the 
walls. Battle a Virus inside a .WAV file and hear the .WAV mixed in with 
the sounds of combat. Build an anti-virus module inside a text file and 
see the text around you. 

Protect your Windows^" folder at all, costs. If your graphic driver is 
infected, your screen display wi I L corrupt . And if your mouse driver 
is hit, you might lose control altogether. Frightening, isn't it?' 


Just remember: It's only a game 




Coining Soon! 

TeL;(315)'393-6633 . 

.Fax:C315)? 393-1525 ■ • - 

To, 'order.;' visit your retailer-., 
dr 'call '1 -800-447-1 230. 
wuw. sir-tech. com 

Look' for the Virus Rlayable demo 
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Long ago, in a time when the lives of men, monsters and 
gods were intertwined, seven kingdoms vied for supremacy; 
each grew to have its own distinct identity, possessing 
unique skills and traditions. Their tools of conquest were 
trade, diplomacy, espionage, science and sheer brute force. 
By strength, cunning and guile they expanded their 
burgeoning empires, fighting against the ravages of nature, 
sometimes against rival kingdoms and sometimes against 
uprisings from within. 


Real-time empire building with seven unique cuitures 

Multiplayer options via modem, LAN, serial or Internet 

Pre-built scenarios and random campaign generator for 
unlimited gameplay 

Espionage and counter espionage with trade and 
diplomatic options 

Highly detailed 800 x 600 SVGA graphics 


Windows '95 CD-ROM 


Visit your local retailer or 
call 1-800-789-1 54’ tvia 


www.imagicgames^ 
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Price: S54,95 
Minimum System 
Requirements: Pentium 
90, Windows 95 or NT, 
16MB RAM. 80MB hard- 
disk space, 2x CD-ROM 
(4x recommended), 1MB 
SVGA graphics card, 
Windows 95-compatible 
sound card. 
Multiplayer Support: 
Modem (2 players), LAN, 
Internet, MS Internet 
Gaming Zone 
(2-8 players). 
Designers: 
Rick Goodman, 
Bruce Shelley, 
Ensemble Studios 
Publisher: Microsoft 
Redmond, WA 
(800) 427-9400 
www.microsoft.com 
Reader Service ft: 334 


CivCraft Too 



The Evil Empire Delivers a Smart, Sophisticated Real-time Game 

by Elliott Chin 



I t’s games like Age OE EMPIRES 
tliat cause reviewers problems. 
We want to recognize the great 
design and vision behind such 
games, but are also obligated to 
criticize a less-than-pcrfect 
execution of that vision. 

1 really wanted to award 
Microsoft and En- 
semble’s ACE OF 
EmpirE'^S a perfect score, but I 
just couldn’t. It brings much- 
needed depth to the real-time 
genre, and adds more complex 
gamepla)'. It gets so many tilings 
right, but is also fust a few prob- 
lems shy of perfection. 

THE GOOD 

To begin with, Age OF 
Empirics is a perfect blend of 
familiarit)' and inno\'ation. Tlie 
interface and basic gameplay is 
similar to WarCraff ll’s, and is 
thus easy to pick up for any real- 
time gamer who has ever touched 
the Blizzard classic. Age also 
makes controlling your units easy 
with group saving, hotkey build- 
ing, and waypoint movement. 

Where Agic introduces gamers to a 
greater depth of gamepl^ is in its age 
advancemenl. You begin play in tiie Stone 
Age as 1 of 12 civilizations. In this age, jtiii 
grow your civilization by harve.s1ing a vari- 
ety of resources (food, wood, stone, gold), 
while also establishing a large villager pop- 
ulation and a few' Stone Age buildings. 
Upon building a sizable town, you 
advance to a new age of discovery. Tlie 
game has four ages — Slone, Tool, Bronze, 
and Iron— and advancement to each suc- 
cessive age gets jirogressively harcler. (Its 
not enough that you just build enough 
buildings to advance an age, you also have 
to stockpile huge amounts of food and 
other resources.) 

On a basic level, this age advance- 
ment is similar to upgrading your castle 


in W\RCR/\i'r II. In that game, you 
upgrade from a castle to a keep to get the 
ogre mound and ogres. In AOIC OF 
EmI’IRES, you upgrade from the Stone 
Age to tlie Tool Age to get Ihc stables 
and eventually, cav’alr)’. 


only nobility actually affects military 
units, w'hile the other three affect your 
map knowledge, farming, and priests’ 
conversion effectiveness, Wliat the.se 
branches of discovery provide arc dif- 
ferent strategies for w'inning the game, 


HABADACUS Ag£ OF Empires has the most depth of any real-time strategy game. Only a few 
nettlesome issues prevent it from attaining perfection. 


However, in addition to more mili- 
tary units and military buildings, new 
ages offer weapons and unit upgrades, 
as well as non-military technology and 
buildings. Imagine WarCiiaft II with 
many more research and infrastructure 
options from which to choose. 

It’s not enough to just harvest 
resources and build farms in order to 
support enough barracks for massive 
grunt production. There is more to this 
game than just military build-up, 

Wliile the first two ages lean heavil)' 
towards military' advancement, the next 
tw'o really show the games depth by 
providing gamers W'ith a w'calth of 
research options, including such discov- 
eries as writing, irrigation, nobility, and 
polytheism. Of these four discoveries. 


as w'el! as a depth f)f gameplay that just 
isn’t present in more military-minded 
games, even those as excellent as 
To'i:ai.Ann'[hiiation. 

in Age of Empires, you can w'in in a 
variety’ of w'ays. Sure, you can win via 
military conqiie.sl, but it is so much 
more satisfying lo snatch victory away 
from a big bully by building a W'onder. 
You can also achieve religious victory 
by collecting all the game’s artifacts 
(several small carts that lie about the 
map) or claiming all the w'orld’s ruins 
(Stonehenge-like inonumenLs). Of 
course, you also have lo hold tlicse reli- 
gious icons for two thoiusand years 
before y(Xir are ceded victory. You can 
also play until one player reaches the 
most points in a set time period. 
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PLAY IT ALONE 

Tliesc victory 
conditions lire 
applicable for multi- 
play, but single-play- 
er games also ba\’e 
\\ell-desig?ied goals 
and missions. 

Admittedly, CGW 
editors have been 
guilty of playing too 
much multiplayer 
Age of EMi’iwcs, 
but the solo cam- 
paigns are good as 
well, Tlierc are four campaigiis, each 
more difficult than the last, Tlie first 
campaign is an extended tutorial, and is 
incredibly well-done. Beginners will 
Icam the nuances of the game’s strateg)' 
as well as tlic games streamlined inter- 
face in no time with this first campaign. 
'Hie next two campaigns provide more 
of the linear missions you sec in C&C- 
or W'\RCR'\Fr<lones. 'Hie last cam- 
paign is devilishly liard {maybe too 
hard) with many specialized missions. 

Tire campaigns feature some good 
map design, as well as some frustrating 
stacked odds in the later scenarios. 

OR WITH FRIENDS 

\\^ile I like Age of Empires single- 
play, I am hooked on multiplayer Ace 
OF Empires, Tlie game's depth shines in 
multipla\er battles, wlrere human play- 
ers can indulge in a variety of valid 
strategies. Some players will frantically 
compete to advance to the bronze and 
iron ages first, others will quietly wall 
themselves off and amass resources for 
Wonder construction, w'hile others will 
just crank out a massive amiy of club- 
men in the stone age to club their berry- 
picking opponents 
to death. 

Mulliplay also 
highlights the dif- 
ferences between 
the 12 cultures. 

Each culture has 
its own special abil- 
ity. so that some 
are better suited to 
naval campaigns, 
while others are 
better at getting 
the jump on food 
and villager pro- 


duction. Each culture also has only 
limited access to the discoveries in the 
game’s technology tree, meaning each 
culture’s tech options dictate a 
different strategy, A Yamalo player 
will try to defeat his opponents on the 
seas since he has access to all the 
naval discoveries, w'hile a Shang play- 
er might commit to a war of conver- 
sion since he has access to all the reli- 
gious discoveries. 

ONE POP LIMIT SHY 
OF PERFECTION 

Age of Empires has great depth, 
and when compared to its real-time 
bretiiren, it is the most .sophisticated of 
the bunch, How'cvcr, after pouring 
hours into this game, especially in mul- 
tiplayer battles, you start to notice some 
frustrating problems that detract from 
Ages fun factor. 

Tlic most serious grievance is the 
population limit; you can create a 
maximum of 50 units. In solo play, the 
scenario design demands constant 
engagement, so you don’t often 
encounter this population limit. In 
multiplayer battles, especially if there 
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“Impenetrable” 
is not in his very limited 
vocabulary. 

JOHN “BLUTO” BLUTANSKI 
SPECIALTY: DEMOLITION 

www.vigilance.com 
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is a tendency for all players to build up 
an ultimate army before attack, this 
population limit can present a fre- 
quent problem. 

/Mtbougli the delete ability lessens 
the negative effect of the population 
limit (Ensemble should have included 
a dismiss button on the interface. 



LIMIT THIS! In a game where your 
civilization advances through 
12,000 years of discovery, it’s siliy 
to think that your people can't even 
procreate beyond their Stone Age 
numbers. 


T he population limit in Age of [ 
Empires is an annoyance. I ^ 
completely understand the ^ 
frustration of players who crank | 
but 40 villagers to establish a I 
massive empire^ only to find that [ 
they now can only build 10 mill- \ 
tary units. However, these players [ 
should know that you ban dismiss : 
units with the delete key. You can | 
thus rid yourself of those 40 vil- i, 
lagers to make room for some | 
heavy cavalry. . , 

' If you really do need to build \ 
more than 50 units, there is a | 
work around. Make sure you i 
watch your unit production and f 
stop at 49. At that point, you sim- > 
ply start unit production in each j 
of your unit-creating buildings. | 

Because the game will not nullify | 
units already under creation, | 

'ou’ll be able to support a few 
inits over the limit. f. 
'■ Also, population limits are not | 
n effect in user created levels, so | 
if you craft yoiir own random I 

maps with the editor, you won’t ! 
run into this problem. ! 


though), it .still svould biive been nice 
if gamers were allowed to tweak the 
limit in multiplayer setups. It also 
would ha\ c made sense to at least 
give population bomiscs for, say, 
building additional town centers or 
advancing to a new age. 

/\skie from tlic population limit, tliere 
are few other pix)blcins. Aca : should ha\ e 
cmplosecl the inno\'atious that D.MtK 
ill'aGNand'rOTM,ANNlHll.\nON did — 
unit queues and 3D terrain, for example. 
/\lso, the walls in Af.l'; arc too strong, 
especially the heavily fortified ones vs'itb 
800 hit points ()’oiir nmssivc W'onder 
doesn’t even have that many). I also wish 
Ensemble bad included the abilih’ to 
place gates in w'alls (even though it is 
possible to delete tbem). Also, the inter- 
face for the scenario editor, although 
powerful, isn’t \ery intuitive. 

TIxe game is usually stable, but net- 
work games suffer occasional crashes. 

As for Al. I do wish the computer oppo- 
ncuLs in random maps would sometimes 
fight each other nUiier than alwas’s gang- 
ing up on you. t lowcver, in general, the 
Al of your opponents is good. Wiicreas 
other g-ames will often send enemy units 
at you piece-meal, Age will wait until its 
amassed a large enough force to get the 
job done right. One annoying Al glitch is 
tiiatyour villagers will lend to get stuck 
in tight .spaces. 

I can forgive these small annoNunces, 
though I really think population limit 
should liave been fixed. I-Io\s’c\er, e\’en 
w'illi Ac;!', Ol' EmpiiU'I's few' problems, 
the game is great. I can heartily recom- 
mend it to both tum-based and real- 
time strategy gamers who are looking 
for a good mix of depth and intensity in 
their strategy gamc.s. ^ 

^APPEAL: Strategy gamers look- 
ing for a deep real-time game with 
complexity. 

^PROS: Deep gameplay courtesy of 
age advancement and wealth of dis- 
coveries, emphasis on empire-build- 
ing, races with different abilities and 
strategies, excellent graphics. 

►CONS: 

Population limit 
is annoying, 
walls too strong, 
different looks 
for different cul- 
ture’s units 
would have been 
nice. 
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she can do her job 
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Gettysburg 

Addressed 




Price: $54.95 
Minimum System 
Requirements; Pentium 
60. Windows 95, 16MB 
RAM, 50MB hard-disk 
space, SVGA graphics, 2x 
CD-ROM drive, mouse; 
supports DirectX 
5,0-compatible 
sound cards. 
Multiplayer Support: 
LAN (1-8 players), 
TCP/IP, Modem 
(28.8Kbps Of better). 
Designer; Sid 
Meier/Rraxis 
Publisher: Electronic Arts 
San Mateo, CA 
(800) 245-4525 
www.ea.com 
www.fifaxis.com 
Reader Service #; 335 


Gettysburg Is Unique Among Real-time Games: It’s Historical and Fun 


by Bob Proctor 




F argamc,s ha\'e 
rarely attempted 
(o re-crcate the 
atmosphere of the 
battlefield, and for 
good reason. Tlie 
earliest technolo- 
gies— small metal 
military figures on 
a sand table or, 
more recent])’, cardboard counters on 
paper maps-cnuld not begin to convey 
the sights and sounds of combat to 
someone wlio had never experienced it. 
As purcK’ anal)'tical tools, however, these 
old standards have much to recommend 
them. In traditional wargames, vou have 
godlike knowledge of what is happening 
on the battlefield. You know how your 
forces will behave (because they have 
preci.se ratings), e.\actly w'hat the risks 
(odds) are at any part of the engagement, 
and, therefore, how adding or removing 
forces will affect that risk factor. No offi- 
cer in the field was ever so blessed, of 
course; The absence of this knowledge, 
usually called the fog of war, is the reality 
that commanders live with. 


► YOUR ORDERS, SUM Each scenario begins 
with a voice-over briefing in which a superior 
explains what you're supposed to do in the 
context of the battle. 


In this .sense, SidMkikk’s 
Gi'ITi'SHURG! is tlK- mo,st realistic 
wargame ever. It ])uLs )Oit in the 
action as a general commanding 
a brigade or coqjs. It provides 
o;)/)'tlie informrition that such an 
officer would have, and to lire 
greatest extent possible, it gives 
)'ou that info in a realistic manner. 

It’s not a game you’ll ever play well 
with tlie .sound turned off; ) our 
subordinates report to yon veri^al- 
I)’ and \ oil can tell what tire 
enemy is going to do by listening 
toliis bugle calls. 

’flic ma|) is as beautiful as any 
from TalonSofts GROUNi:) 
scries. TIk; 3D view takes a low 
enough angle lhal it.secms as if 
you’re on a nearby hill rather tlian 
fl)’ing ovcrliead. You can zoom in 
and out and rotate tlie map heel)'. 

Subtle shading reveals differences 
in elevation, and [rrominent build- 
ings are drawn rcalisticalK; (hough ever)'- 
ihing is slightl)' oversize for easier visibility. 
Wdien )OU scroll the ma[) (l)y moving the 
cursor to an edge), the trees and buildings 
disappear so that you can easily see 
)Our troops —a rcall)’ nice touch. A 
second afler you stop scrolling, the 
scenery' reappears. 


"THE ENEMY IS THERE..." 

Rnemy units arc hidden except 
when directly viewed by y our 
forces, and even then you can’t 
identify them or iudge their 
strength except by their appear- 
ance. Each soldier icon represents 
35--IO men; so a large regiment of 
600 appears as 15 or 16 .soldiers, 
enough that you can clearly see 
their formation. 


THE BIG PICTURE Hitting the FI key brings you 
to the 2D overview map, where you can continue 
to issue commands. A right click drops you back 
into 3D centered on that location. 


Each regiment carries a flag, held at an 
angle that roughly indicates tlieir morale. 
Succe.ss in combat is delcnnined as much 
by' morale as by' numbers, and units are 
almost never eliminated, (hey just reach a 
"breaking point,” at which time tlicy mn 
aw'ay and refuse to follow' orders, A leader 
c-an talk them back into action, but more 
often hc\\'ill be needed to give a"confi- 
dcnce boost” (liigher morale) to units in 
tlie tliick of the fighting. Morale bonuses 
arc also gained b\' faTOrable terrain and 
hai'ing flanks guarded by friendly laiits. 

There are four levels of difficulty, the 
easiest being very' easy' indeed. la;aming 
to play Sir) Mkikr’s Gtrrii'SBURG w'dl at 
any' higher level requires good judgment 
lhat can be gained only through experi- 
ence. Once you decide on a plan and 
give all units their initial orders, vou must 
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advance over open terrain under fire. 
6. The Union forces are on good 
ground to repel the assault. Notice how 
the victory point sites are in blue, to 
show Union control. Their tetal point 
value (65) is the equlvalmt of 6,500 
infantry casualties. 


7. One of the great things about 
the real-time engine Is that every- 
thing doesn’t go exactly as planned. 
There are gaps in the Confederate 
line, and the troops to the north 
aren’t properly positioned to support 
the troops in the center. 


1 . Pickett’s Mgade 
charges the Union 
lina Kemper in the 
center, is currently 
selected, and you 
can see the destina- 
tion markers for the 
five regimmits in his 
brigade. 

2. Kempm' is a conr- 
petent brigade conn 
mande^ but that 
vnm’t be enough to 
prepare him or his 
men for this carnage. 

3. Confederate 
artillery batteries 
desperately lay 
down a torrent of 
fire in an attempt to 
cover the Rebel 
infantry as they 
advance 

4. The four buttons to the left of the 
toolbar allow you to change formation 
eamly. Right nov^ all units of Pickett’s 
Division are in Battle Una 

5. The buttons to the right of the foot- 
bar are useful at other times, but afford 
the Rebels here no relief, as they 


continually monitor your troops. You 
should order tlicni to fall back or retreat 
before they get rouled, or reinforce them 
if the position they hold is critical. 
I'lanking fire is deadly and learning how 
to get it— or keep your opponent from 
getting it — is \ er\' important. After sur- 
\’i\'ing a dozen engagements, )'Ou'll read 
situations like a \ eteran. 

Tills emphasis on tlie“fccT’ of battle is 
completely a[}pn>j}riate in a real-time 
game, particularly since itsieri’fest. E\’en 
with the game s[}eed at the slowest of four 
.settings, the clock nuis 13 times nomial 
speed on a P12() s\stcm — a one-hour sce- 
nario takes 40 minutc.s of actual play— 
and about f\sice real-life speed on a P200. 
Tills is fast enough to keep 5011 prett)’ busy 
in the larger engagemeiiLs, where you 
ha\ c to give orders to several corps. 

To give orders, you click on a regiment 
to select it and a ro\s' of buttons along tlic 
IxDttom of tlie screen lets \ou change for- 
mations, adrance, or fall back Or, you can 
draga regimentwith the mouse and dro[) 
it wliere \ou want it to mo\e. Select a 
brigade Commander and tlie orders lou 
give ap]il\’ to all regiments in his brigade. 


"I HAVE LOST THIS FIGHT..." 

So, does tills mlvof flexibiliti’ and playa- 
bilit)' in Sid Meier’s I’crsion of tlie Civil War 
mean that I’ll be removing TalonSofts 
B,-^fnj-:c;ROiJND: GivI'I'iSBurc; fiom ir^' 
hard disk anytime .soon? No, I .still need it if 
1 want to coas-tmet im' owii“\\'liat if sce- 
nario. Tlxires jast no way to do this witli Sin 
MI'IKR’S CiCliitiBUItG. Nor Is Meiers 
design perfect; there are a few rough edges 
with tJie inlerface, I'br example, i^s im]X)ssi- 
ble to select lai object near tlx; edge of the 
screen (including the menus at tlie top) 
without scrolling die map. Turning off 
scrolling conijiletely Is a bi^cr iJtt^Iem; 
what the game needs is a key that turns off 
.scrolling as longas tlK“ key is lield down. 
Tliere are also minor [iioblems with oblique 
nuAement (wiiicli .sometimes reverts to 
nonnal movement) and casualties — 
infantry losses are made good liic following 
das’, but dead leaders ncs'cr get replaced. 

On die otlier hand, nit-picking SlD 
Mlill'tlt’S Ciin'iiTtBiiitt: feels a bit like criti- 
cizing Robert Iv Lees career because his 
side lost tlx; war. SlD Mr.iER's CiGii^iBLiiC 
is a landmark a real-time stategy game 
whose unicjue treatment of its subject 


matter points to a direction for tlie whole 
genre. Tlie graphics and .sound alone com- 
bine to create a visual treat akin to a movie. 
Tlx; iLscr interface — elegant desjiite its 
quirks — lelsjou interact meaningfully, 
while tlie degree of difficulty and game 
.s|x;ed can be adjusted over a wide range, 
allowing a broad audience to liave fun play- 
ing tlx' game. Tlx; tutorials make it easv' to 
start plaving; \ou learn as )ou go from 
voice-ov'er and .small text Ixrxes. Ion can 
plav' six different scenarias in tutorial mode 
without ever reading llic manuals. Sid really 
understands human nature, doesn’t lie? % 


^APPEAL: People who liked the 
movie Gettysburg but find wargames 
tedious, or anyone who wants a differ- 
ent real-time strategy game. 

^PROS: Superb battlefield feel; 
excellent sound and graphics; Internet 

play; strong tacti- 

cal Al; great ^ 

^COHS: Minor ^ 

problems with 

oblique movement; pHISP&l 
some interface and | ! 1 i 1 1 i 1 1 
scrolling quirks. 
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THE CRITICS AGREE! 


“MlcroProse’s game offers weeks 
to months of gameplay.” 
Computer Gaming World, June '97 

★★★★ 


“Magic: The Gathering Is Just what 
the Samite Healer ordered.” 
Computer Games Strategy Plus, June '97 

★ ★★★ 


“Magic: The Gathering Is a near-perfect 
translation of the card game." 

PC Magazine, June '97 

★ ★★★ 


“...hard-core gamers will 
appreciate the flexibility offered In 
the computer, li^erslon.” 
/Vewsweef^pril '97 
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Wizards 1 


(Wizards of itioCuasI, 


you get those cards'? 







VUHSOFlHS^R^^E^mLKEBS" 


Introducing the most complete arsenal for 
playing Magic over the Internet. 

The stakes have been raised and the battle lines broadened. 

Now it’s time to face your greatest challenge in the most 
competitive Magic environment on Earth. 

The Original Magic.. .Only Better 


This special edition of Magic: The Gathering for the PC includes 
the original game, plus built-in Internet multiplayer, new cards 
you can’t get anywhere else, and an enhanced interface, 

Multiplayer Over The Internet 


With ManaLink", the complete Internet online system for Magic, 
you can wield your magic against human opponents around 
the world. Chat, taunt, beg and mock with multiple ways of 
communicating with your opponent inside and outside the Duel. 
New Cards-A Powerful New Expansion! 

Enjoy ail the power of enhancing your game with 80 new cards 
from Legends® and The Dark®. And, if you already own Magic: 
The Gathering, for the PC you’ll get a $15 rebate for a major 
savings. So, get what it takes to reign supreme on the battle- 
field of the mighty Planeswalkers. Because this time, it's the 
world you’re playing with. 


Available on Windows* 95. 
Visit your iocai retaiier or call 
1-80O695.GAME day or night 
(U.S. or Canada). 


.^f^DPRDSE 

www.inicroprose.com 
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As A CAcIeT yol IiAVE tIiE cIiANCE to TRAiN AT«TkE AcAClEMy. 
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As A^iioT you kAVE ikE ^:kANCE to bATTlEioSTilE EI^E^iES. 
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pAs A CApTAiN you klVE ikE ckANQE,TO €STAbtisk AN AlliANCE^W'lTk 
/lENSJOU REAiiy, .TRUST In ORcIeR TO SAVE t|iE UNIVERSE. 


iously, tkis is not -a qAWE of ckANd. - * >, 
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For pc CD-ROM. AvAiUblE Now. To puRcIwsE Forcec) AlliAiNCE visii youR IocaI soItware RFiAilER, 
OR caII 1 -- 888 ' 797 ' 5867 . DowNloAdAblE cIemo AVAiUblE AT*wtt/w.RipcoR^C|AMES.GOM i I. '> 





Co\SEOUENCE of RA\k - As you pROfjRESS fl?OM iflE RA^k of CAdsi TO 
CApTAiiN, you'll qo Irom TAkiNq orcIers to qiviNq tItem. TIte^power & jk 
RESpONsibiliTy of coMMAiNcliNq AN entIre Keet of ships will Be youRS. 


Consequence of ActIon ' It's not jusT if you wiN or Iose, or even 
how you pUy tBe qame. EvERyThiNq you do dETERwiNEs how tBe qame is 

EVEN pUysd AT aIL 


RoshAAibo ComBat STRATEqy - Space cOimBat wiTk a Twisr. Your 
ship is A Rock. AnotBer is paper. ANOThER is scissoRS. You can't Beat 
tBem aH & ihEy can't aH Beat you, PIan youR ATTAcks AccoRdiNqly. 


A ThickENi\q PIot -WiTh an uNpARAlklEd dEpih of phy, set AqAi\si out'oB 
ihiS'WORld SCI qRAphics, fiquRE out a constantIv chANqiNq storv as \ou maneu- 
ver & .MASTER foiR fiqhlERS, whilc dEAliNC] WiTh ThREEdiffcRENT aBen races. 


Orbitai' 
Studioi 
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IHBISNOTIHECAMEOFQUAKE'YOU ONQ KNEW. 
1NEX-MEN HAVE TAKEN OVER AND NOWITSAWHOIENEWCAME. 
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toRetafflere 

Everywhere! 
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TOTAL AHHIHILATiOH • REVIEW A AAAV 


Annihilating § 

the Competition 

Cavedog Takes You Where No Real-time Game Has Gone Before 

by Martin E. Cirulis 




A fter pkiying endless varia- 
tions on the CoMMwn & 
CONQUIiR theme, it's prob- 
ably safe to say that it takes 
quite a bit to iin]3ress me. 
Sure, its obvious the way to 
win this real-time clone 
war is to be bi^er, better, 
and flashier, but c\actl\' 
how' you pull that off is not 
an cas)' question to answer. F.ntcr ToT;\!. 
AjNNII IIL-KnoN from Cavedog 
Entertainment. This game takes almost 
all the new standards of the genre— 3D 
graphics, viable terrain, and ad\'ancecl 
multiplayer options — and takes them to 
a higher ie\'el than anything else so far. 
\\1iile all tiie contestants ha\'C yet to be 
seen, I suspect we are looking at this 
years high water mark (or s’CPt' close to 
it) in the real-time genre. 

OLD IDEAS, NEW SPIN 

At the outset, Totai. A.NN11 llL\nON is 
nothing we haven't seen 
before: Gather a couple of 
resources (in this case metal 
and energy), build a base, and 
create enough units to kick 
your opponents butt all over 
the high-res terrain. Rut once 
you actually get tliis puppy 
up and mnning.you begin to 
see that e\en the basic game 
elements have just enough of 
a twist to make this over- 
worked genre seem new'. 

'Ihc first thing that .strikes 
you is tile stunning difference 
that a true 3D graphics 
engine makes. 'Iliere is liter- 
ally no comparison between 
the terrain in TA and the 
shaded 2D attempts at 


elevation levels found in games such as 
Dark RI'IICN and KKND. Here, hills 
look like hills, canyons like canyons, and 
subtle differences in elevation arc clearly 
visible and eminently usable. You can 
novvscc whicli terrain makes a hot more 
useful than a tank. 

More important, vehicle 
mos'ement and weapons 
effects are modeled in true 
3D as well, so that the ter- 
rain affects all aspects of 
combat in realistic w-ays, 
instead of just the simple 
higher-equals-farther firing 
models used in other game.s. 

When your artillciy shot 
strikes a treetop instead of 
going over the hill to paste 
the target, you’ll know the 


to take a strategically important hillside 
in order to command an advantageous 
firing po,sition. And despite ail this detail, 
TA offers larger battlefields than most 
games out there. 'Iho.se of you with 
32MB machines can get tmly lost on 
some of the multiplaver maps. 


real world is uncomfortably 
close. For the first time in 
this sort of game, I have 
found my'scif fighting hard 


► CALL OUT THE FIRE DEPT The attention to detail in 
Torl Annihilation is amazing, especially the flamma- 
ble trees and ability to start forest fires. 


► WHERE AM I? In addition to a slew of air. land, and sea units, TA offers a variety of map types, 
from deseit fo metai worlds. Too bad there’s no map editor 


Price: S50 
Minimum System 
Requirements: Pentium 
too (P133 recommend- 
ed), Windows 95, 16MB 
RAM (24MB recom- 
mended), 35MB hard- 
disk space, VGA graph- 
ics, 4>: CD-ROM drive, 
Sound Biaster-compati- 
ble sound card. 
Multiplayer Support: 
Modem, nuil modem (2 
players), LAN, Internet 
(2-10 players). 

Designer: Cavedog 
Publisher: GT Interactive 
New York. NY 
(800) 469-5961 
www.cavedog.com 
Reader Service ft 336 
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REVIEW • TOTAL ANNIHILATION 


Cavedog lias even modified the tra- 
ditional construction rig to make it 
more interesting. Instead of the usual 
trundling and vulnerable derrick we see 
in so many other real-time games, TA 
gives some sense of realism and tactical 
importance to this icon. Your alter ego 
is actually in the construction rig, and 
it’s not just a building prop but a very 
powerful robot, built around a 
matter/energy converter device. Tliis 
not only gives you a halfway reasonable 
excuse to build stuff out of raw materi- 
als fairly quickly, it also lets you throw 
yourself into battle using your convert- 
er as a powerful disintegration gun. Of 
course, should the enemy blow you up, 
it’s all over for you. 


The combat units in TA also show 
greater diversity and realism. Not since 
Interplays MAX has a base-building 
game offered this kind of variety in land, 
sea, and air units. Wthout even counting 
the possibility of accessing new units 
(see sidebar), TA gives you enough 
unique units to bring out all the tactical 
potential of the terrain engine. And each 
behaves realistically enough to make it 
interesting. Ships leave wakes and sink; 
tanks must blast their way through a for- 
est or else go around; artillery shots are 
spoiled by firing from uneven ground; 
and bombers must make wide turns to 


The Birth 
of the 
Open-ended 
Wargame? 

W hile anyone who has 
ever bought a Gary 
Grigsby wargame 
knows about product support 
above and beyond the call of 
duty, Cavedog seems to be 
promising a form of dynamic 
support above and beyond the 
usual string of patches and 
tweaks. The really exciting news 
Is that Cavedog has designed 
Total ANHEHtumoN to easily incor- 
porate new combat units. 

So far, one of the great 
weaknesses of most real-time 
wargames (except for l-Magic’s 
War Inc.) has been the very 
limited unit mix. You know 
what I mean: You pay your 
money and get the usual three 
or four varieties of Infantry, 
armor, and air units. 

Sometimes, if you’re lucky, you 
may get a few naval units In 
the bargain, but that’s as far 
as it goes. Well, not only is 
Cavedog planning to issue 
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► UNIT Of THE WEEK Support for Toisl ANNiHiuffiON 
includes new units and maps being offered at 
Cavedog's Web site (www.cavedog.com). 


expansion disks with new units 
and campaigns, it also plans to 
offer a downloadable new unit 
every week on its official Web 
site (www.cavedog.com). 

This process may have a 
glitch or two (such as its effect 
on game balance in multiplayer 
games), and some of the new 
units will certainly be less than 
inspired, but the important 
tiling is the departure from the 
static computer game. While 
we are used to buying a 
boardgame and being stuck 
with what’s in the box, there Is 
very little reason for computer 
games to stay In that rut. Even 
boardgames have supplemen- 
tary articles and rules additions 
published In various gaming 
magazines. It’s more than high 
time that computer wargames 
had at least as much 
dynamism going for them as 
boardgames. Perhaps Tonu. 
ANNiHiLAnoN will lead the way. 


set up for an attack run, leaving them- 
selves vulnerable to ground fire. 

BUT NOW, A WEASEL REPORT... 

Oddly enough, it’s all this quality and 
attention to detail that makes the worst 
part of this game — the documentation— 
such a mystery. A game like this merits a 
MicroProse-style tome in order to give you 
your money’s worth. Instead, you get one 
of those flimsy pamphlets that barely cov- 
ers file basics of tlie game— and even 
tlien, they’re covered in a confusing and 
disor^nized manner. In a game that 
stresses realism, its ridiculous that you 
can’t even find a table telling you 
how much damage the various 
weapon types do. Even uorse is 
tlie extremely cheap and tawdry 
attempt by Cavedog to cash in on 
this shortcoming by asking pu to 
order tlie strategy guide directly 
from tliem. Wlioever had tlie bril- 
liant idea to scam tlie public on 
this otlierwise fine game needs a 
serious slap. 

Other than this and a hand- 
ful of minor bugs (due mainly 
to the variety of 3D cards out 
there), TA suffers only from the 
lack of a map-builder. Given 
the incredible variety of tactical situa- 
tions the terrain engine allows, it would 
have been nice to enable us to create a 
few. Perhaps this will be rectified in one 
of the promised expansion disks, 

Desjiite these minor strikes, TaiAi. 
Annihh AITON is still the best real-time 
game so far. If you are looking for some- 
thing that will keep you occupied in sin- 
gle-player mode, as well as have the legs 
to guarantee a long life in the multiplayer 
arena, your quest is over, Just don’t fall 
for that strategy guide trick until they 
patch the manual. % 

^APPEAL: Any strategy fan look- 
ing for a deep, realistic, and intense 
real-time gaming experienca 
^PROS: Truly useful 3D engine; 
incredible terrain; large number of 
cool units; great combat effects; 
huge battle- 

Implementation. ^ 

>COHSi Dismal ^ 

documentation; 

a few bugs; no pHBflB 
map construe- 




PROVE YOUR MILITARY SUPREMACY IN 

THE Ultimate On-line Civil War Battle 

Grand Prize; The top General from the North and South will be sent on a 
VIP tour to a real U.S. Civil War re-cnactment.Thc Ultimate General will 
also have their picture featured in Sierra/Impressions’ next war game! 

Contest Dates'; The first shot of the battle will be heard January S, 1998, and 
the war will rage on-line for approximately three weeks. Recruitment 
begins in December, so enlist yourself in the Union or Confederate army 
at www.gamcspot.com/promos/civilwar, or check your mailbox to see if 
you’ve been drafted. Contest is limited to the first SOO entrants. 

Sponsors: Civil War Generals 2, Computer Gaming World, Gamespot, and the 
publishers of Civil War Times ///ustrate<i,y4merica’s Civil War and 
TljeHistorfNet.com offer this unique opportunity to re-write American 
history. Everyone who plays wins! Fight through one battle, and even if 
you lose your shirt, we’ll give you a new one — the exclusive Civil War 
Generals t-shirt. 


strap on your fiohtin’ boots and get ready for the on-line battle 

OP THE CENTURYl 

MwIWfflOvilWafG«n«sls2:Grana«,Shtfma^loplay.CI997SietraOn•Litl^Inc•^nd/or’“designaIMI^dtma^b(^f.otft«flsrtlo,5ie^IaOt^•Li«Jnc.,Beta^ 
980O7,AllRi9huRe5erved.THISISAC0NTEST OF SKILL. Offeropen to residents of U,S.(EXaP1MN,VT AND ND) and CaMda(EX(E)>r0U£8tqo«M8i)nl/. Void where 
prohibited. Coniestopenonfyiofrsl SOO eligible peisonssignlng up on 12/1/971 


promDiie«.lomesiopenontyiaiirst>weiigiOiepeisonssigningupon ri/i,»/Degrnningatoa.m.atwww.gariiespouora/pr«iiii;vimiv,d(. luniwmirssuiiyuiiu-uip FV W V H E K 

CIVIL WAR 2 . 

fro(ii 1 / 5 / 98 -V 26 / 98 .Allpri«swillbeawarded.Oecistonsofsponiot 5 atefrnal.Coniestsub]e(llot(irT!pletcru[ei.Compieierulespostcdalwww,gamespDi.CQm/prD- M W M ■ MM m.B ^ mm 





BpWlutthnedia^ speaker systetB'; 
ujil^ QSound Virtual; Audio 
prcj^id^ the most extreme 
galling experience 






Full digital gaming 
keyb^^rd mith 
rot^onal 3D 
handle — ideal for 
first-person action 
games 


Sulrkw ot 

www.quickshot.com I 
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7TH LEGION • REVIEW 


Dying for Dollars 

For a Different Take on Real Time, Join the 7th Legion 



by Gavin Hachiya Wasserman 

ilh the current glut 
of real-time titles 
on the shcK'CS, you 
might have 
noticed by now 
that iTiost of these 
games arc a bit too 
similar. Real-time 
strategy games 
often breed dupli- 
cate strategies: Hide out, gather 
resources, develop advanced weaponry, 
and then attack with numerically and 
technologically superior forces. 
Microl^rose and lipic Megagames’ 
recent collaborative effort, 7 th LI'GION, 
tweaks those strategies w'ith an clement 
of randomness and a strong imperative 
for constant engagement. 

First, the hunt for resources, a time- 
honored fixture of develop-and-dcstroy 
games, is simply not present. No mining 
gold, cho[>ping wood, or harvesting 
spice, niiis is an up-front tactical clash 
between two somewhat similar human 
forees — the 7th Legion and the 
Chosen — for domination of the Earth. 
At regular intervals, command HQ allo- 
cates a certain amount of credits to your 
mission. Tliis cash flow is continuous 
and recjuires no s[)ecial stnicturcs or 
units to maintain. Sure, you still have to 
have your field command base, but if 
you don’t have that, well, it’s all o\'er any- 
w'ay. So even if that expensive force you 


fielded gets chewed up l)j' enemy assault 
chassis and tanks, payday will come 
around again and you'll be back in busi- 
ness...probably just in the nick of lime. 

GEHING PAID 

Of course, while making it possible to 
fend off defeat, this salary isn’t really' 
enough to fuel a serious dri\'e to victory', 
So where docs the money come from? 
Simply stated: Kills equal cash. Troops 
collect bounties of credits and experi- 
ence for each enemy unit that they 
de.stroy (talk about adding insult to 
injury';“l killed 
your guy a/ir/l got 
paid'’). As a unit 
gains experience, it 
also gains hit 
points, deals more 
damage, and (sup- 
posedly) gets 
smarter. 

Flven so, killing 
an infantry' unit for 
a iOO-credit bounty 
won’t get you that 
far when it costs 
500 to field y'our 


own infantry'. ' fhe 100 credits also won't 
ser\'e you well when your now-damaged 
unit that just scored a kill is alxrut to 
become a bounty for your opponent. 
Tliats where tire timed sub-mi.s.sions 
come in: llicir special bounties gi\ e you 
an incentive to make otherwise crazy 
lieadlong assiiults. 'Ilic .sub-missions are 
iKsually something simple, such as 
“Destroy eight enemy units” within .six 
minutes for 30,000 credits. ’^Hiats hard to 
pa.s,s up, because de.stroying eight measly 
infantry for such a huge payoff seems like 
an easy way to boost your war effort. 

Other sub-mi.ssions ask you to destroy 
particular enemy structures, such as bar- 
racks or gun emplacements. Tlicse sor- 
ties are often more difficult because your 
troops must fight pa.st defending units to 
reach their objectives, Be.sides boosting 
your production w'ith bounties, the sub- 
missions increase the pace of gameplay 
because they give you big incentives to 
engage the enemy, 

Tliis emphasis on .speed leads to 
smaller assault forces. Smaller forces 
are ea.sier to manage because they arc 
less likely to get in each other’s way 
w'hile traveling. When units block each 






Price: S39.99 
Minimum System 
Requirements: 

Pentium 100, Windows 
95, 16MB RAM, 

15M8 hard-disk space, 
4x CD-ROM drive, 

2MB SVGA video card, 
DirectX 5.0-compatible 
sound card. 
Multiplayer Support: 
Modem (2 players), 

IPX, TCP/IP LAN, 
Internet (2-4 players). 
Designer: Epic 
Megagames/Vision 
Publisher: MicroProse 
Alameda, CA 
(510) 522-1164 
www.microprose.com 
Reader Service ff: 337 
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Play Your Cards Right 

D on’t be so sure that your perfectly 

planned strategy will work against your 
nearly down-and-out opponent. 

MicroProse has taken a cue from popular card 
games and added Battle Cards, with which a 
player can really surprise an opponent. You 
begin with four Cards and you gain another 
every two pay periods. These Cards add ran- 
domness to play. Your enemy can play a Battle 
Card and change the tide of battle in an instant. 
Your big bad force might end up Cursed, 
Confused, and Immolated before it gets any- 
where near its oblective. Your legions of infantry 
could be burnt to ash, your tanks could take a 
thunderous pounding, or your assault robots 
could go mad and start shooting each other. 
Suddenly you are out one expensive army with 
nothing to show for it. 

In a way, the Cards are a disincentive to 
massing a single large force, because units 
grouped together become much likelier targets 
for area-affecting Cards. If you use smaller 
groups, you won’t be able to sweep a field clear 
without heavy casualties, but your opponent 
may exhaust his reserve of Battle Cards while 
affecting fewer of your units. Or your opponent 
might choose not to use Battle Cards against 
such a small force, which will allow you to use 
your Cards to support your assault. A small 
attacking force may be Blessed or enter into a 
killing Psychosis, suddenly mowing down forces 
twice its size. Yes, you could do the same with 



a larger force, but if the enemy plays one of his 
Cards, you may have wasted a beneficial Card 
as well as your costly army. 


Take care, though, because dispensing death 
directly via Battle Cards or simply running over 
infantry with your tanks doesn’t count toward 
completing your special mission directives. 
Likewise, despite being an attractive way to 
reduce attacking forces in a crisis, sneaky 
tricks such as luring units within range of gun 
emplacements get you zero bounties. You may 
find that you’ve destroyed a dozen units but 
haven’t gotten credit for a single kill toward 
your mission objective. There’s a full deck of 
fifty-two cards, so be sure you know the differ- 
ence between Psychosis, Battle Rage, and 
Chaos. You can bet the enemy does. 


others path or run into an obstacle, they 
stand stili or look for a new route, 
spreading out and straggling. Some 
never get to the battle. This calls for 
close management of large forces, 
which is a bother and anotlicr push 
toward using more small groups of 
forces. The dangers and benefits of 
Battle Cards (see sidebar) also drive the 
pace of battle. Overall, the u.se of small 
forces and time-constrained missions 
causes players to engage often, and with 
more balanced forces. TTie result; heavy' 
casualties and bounties all around. 

PICK A CARD 

IJnfortuiialcly, some mission scenar- 
ios leave the standard game and ask 
you to lead a small band of“niarines’’ 
into an enemy base to capture or 
destroy something that advances the 
storyline. Tlie.se levels are totally differ- 
ent from the rest of the game and are 


absolutely unredeemably boring. You 
have only three marines, so— unlike in 
tlie main portion of the game— you 
really don’t want to engage the enemy 
unless you absoliileiy must, lie only 
special Battle Cards you have are 
niedikits to heal those marines. Also, if 
your units were stupid on the land map, 
they are tragically so here, ll really 
doesn’t serve much jiurposc to shoot 
barrels and walls when enemies arc in 
the next room, especially if shooting all 
day won’t put a dent in anything that 
isn’t flesh and bone. Luckily for your 
intrepid“elile” units, the enemy is just 
as stupid: In some cases, guards won’t 
even notice you mowing down their 
compatriots if you can place your gun- 
ners fust far enough away. 1 liese infil- 
tration missions could just as well have 
been left out for a purer strategy game. 
lAickily, these missions are short and 
you’ll soon be back in the fray. 


Wliile it’s true that 7ni LlsGION 
doesn’t nearly have the depth of a game 
such as To'IAL Annihiu'I'ion, it also 
doesn’t present iLscif as anything other 
lhan a fast-paced, action-oriented real- 
time game. Although it suffers .some A1 
deficiencies and poorly crafted indoor 
missions, 7th Ll-iGION desers'es points 
for its refreshing "kills for cash" and 
Battle Card featiircs.% 


^APPEAL: Real-time commanders 
looking for something light, fun, and 

a little different. 


>PROS: It’s a good, simple, fast- 
paced real-time game; cool Battle 

Cards randomize 
gameplay. 

►CONS: Sn-sn 
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9 All new physics model that allows you to 
call shots and even jump balls! 


9 Real-time photorealistic animation, 3 texture- 
mapped pool halls and 5 new games. 


Actual PC screenshots 



9 Over 8000 man hours of enhancements 
and over 50 new game features. 


p"o6l2 


ALL NEW! Sequel to the 

best-selling pool simulator! 

The ultimate pool simulator just got better. Guaranteed. 
Over 2 million pool players have taken a break with Virtual Pool, the #1 pool 
game in the world. Now, with 5 new games, 3 modes of play (Amateur, Pro and 
Championship), adjustable table characteristics, 128 computer opponents, 
network play, new pool tutorial and a tournament mode with up to 16 
challengers, Virtual Pool 2 is better than ever. Designed by physicists and 
mathematicians, Virtual Pool 2 is the only real-time 3D pool game guaranteed 
to improve your game.. .or your money back! 



The Diffoi 



VR Sports 

16B1S Von Karmen Ave. 
Irvine, CA 92606 
www.vfsports.com 
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Just when you got the hang of 




went out and 


OVIMnON 

lANCKI) WOlil ,I)S ON YOU. 


ntroducing CIV II Fantastic Worlds'," an add-on 

Dinosaurs and dragons. Monsters and elves. Enter 
the realm of Fantastic Worlds-, the 
Civilization II add-on where magic and 
imagination rule in more than 15 
new fantasy and sci-fi scenarios. 

Best of all, now you can also 
dream up and create your 
own scenarios using a rich art 
portfolio and a set of 8 custom scenario creation 


set of fantasy-based scenarios for you to conquer. 

tools. Sure, you’ll face the same intense level 
of strategic challenge and complexity of 
Civilization 11, but the scenarios 
will be literally out of this world. 
From imperiled Atlantis to fabled Camelot, 
from planet Mars to your own magical 
and mythical world. Fantastic Worlds 
will take you far beyond civilization 
as you’ve known it. 


Critics are raving about Civilization II: 

'■GAME OF THI-: YEAH ’ 

~TI.\ir. Hhguziiif, /V dmiur, A’c.r/ (I'm'i'tiliuii. ('iinipuhr (iimiiif' fhiiid. 


GAiyi. 


INCLUDE$ CIV' 11 SCENARIO EDITING TOOLS 
'a OVER 15 NEW FANTASTIC SCENARIOS 


Available for Windows. 

Visit your local retailer or call i'8oo-695' 
day or night (U.S. or Canada). 
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3D Hatchling 

X-COM-lite—a New Breed of 3D Wargaming? 

by Loyd Case 




gives )Dii clues as lo tlieir [wsition. 

Qi'.'lKE its iwt, but it is interesting to see 
tactical action from a different vicu'iwint. 

Ilie combat animations are nicely 
clone, with different motions for different 
weapons, 'lire soicc-oveR are effective, 
lliougli simple. '1 he lead narrator, who 
pla)'s Bratt, docs a nice job of pla\'ing the 
combat-weary veteran, and for once, the 
WTiting isn’t overly h)'pcrbolic. Hie cut- 
.scenes are all 5D animatioiis and are 
graphically awful. 'Ihis is lire first game 
r\'epl^ ed in some time in which tlx: 
gameplay animation is far superior to tlie 
cnt-.scenc gra[)hics.'Ihc 3D characters in 
tlf cut-scenes look as if they were 
created \\ith about six polygons (oka); 
now I'm being liyperbolic). We’re talking 
alx)ut square necks and square heads, 
folks. Still, they do a nice jolD of mewing 
tiic storv’ along. 


'm alw ays mystified why huge num- 
bers of real-time strategy' games 
mono|)oli/c store .slxrlves while 
good tum-l)ased combat games 
ha\'c few; if any, imitators. Sure, 
CoMM-Vs'n CONUi.iKRspaw'ned 
a host of imitatioas, but you’d think 
that X-COiVl and 
/\ij,LWCF; would have done tlx.- 
sanie.^Mong comes Gennan devel- 
oper Blue Byie to tlx; rescue with its new 
Windows 95-bascd, .science-fiction combat 
game. iNca livnoN. It might just liave 
more than il.s lum-bascxj novelty' going for 
it as it battles for shelf space. 

BIOHAZARD WHH A BITE 

iNCUliAt'tON takes place in Blue Bytes 
B.M'ILE Isi.i; strategy games iinn crsc. 
The games story is smaller and more per- 
sonal. though, following the adventures 
of a squad of s|3ace marines try'ing to 
make sense of a growing i^henomenon. 

/\p])arently; tire inhabitants of the plarrel 
Scayfa are rapidly mutating into killer aliens 
(are tliere any otlxr kind?). A small detach- 
ment of marines under Captain 



lh.ilhcrford has been a.ssigriccl to defend 
tlx- remaining heaitliy' population while a 
cure is deveirrped. 'llx plot thickens as tlx 
causes of tlx mutation arc ciiscoseied, and 
tlx integrity' of higher comniaiicl becomes 
suspect. Its all classic sjraee opera fare. 

In the game’s mussions, you carry out 
Rullrcrfords orders as Cor[5oral (and later 
Sergeant) Bratt. 

I NEED PERSPECTIVE 

One of tlx iinic|uc features of 
lN'c:t )R.\IK)N is its use of tnic 3D 
techidogy'. Theres e\'cn a 3Dfx- 
enlianced sersion of tlx ganre. 

Y)u not only have lix classic iso- 
metric view. so common ingiimcs 
such as X-COM, but you also 
can sex tlx view from <ui indis id- 
ual sc|uadn rate’s pcrsyjcctis'c. Tlx 
Lsometric \iew' can be rotated a 
quarter turn and nxwed to 
gnntnd level or a higlxr persjxc- 
tive. \bu can also have tlx cam- 
era follow tlx mulanls around 
during tlxir moves, which is 
entertaiiringenougli, but also 


THE CAMPAIGN 

T Ire cam|>aign is the main single-player 
story; with as many as 30 missions. Tlx 
campaign docs branch occasionally; birt 
only to present altematis'c patlis througli a 
liixar story. Each battle repre-sents a .sliglitly 
different tactical challenge, but tlx variety 
of mission tyjDes is fairly small — clean out 
an area, escort a civilian, get to an exit 
]X)int. Yoiichoo.se battles (fom a nicely ren- 
dered view of tlx city, with hotsix)ts identi- 
fying kxatioiis. A location may’ be a cul- 
sccix, an annory; or tlx next battle. 




Price: S49.99 
Minimum System 
Requirements: Pentium 
90 (P166 recommended), 
Windows 95, 16MB RAM 
(32MB recommended). 
70MB hard-disk space 
(110MB recommended), 

4x CD-ROM drive, DirectX 
5.0-compatible graphics 
card with 2MB ot graphics 
memory; supports 3Dfx 
Voodoo cards. 

Multiplayer support: LAN, 
Internet, Mplayer, Play-by- 
Email (2-4 players). 
Designer: Andreas 
Nitsche 

Publisher: Blue Byte 
Sottware 
Shaumburg, IL 
(800) 933-2983 
www.bluebyte.com 
Reader Service §: 338 
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I n larger missions, assign one 
character to be "Monte Haul," and 
open all the equipment cases he 
can find. Equipment points are 
used to "buy" better weapons and 
gear between missions. 

Marines are rewarded with skill points, 
which are a scarce resource. You need 
both skill points and equipment points 
to buy some of the more exotic hard- 
ware. Commendations can be used to 
add to a marine’s skiil-point pool, but 
those are also scarce. 

Save skill points and commendations to get better firepower and armor. It's 
tempting to get stimulants for that extra movement point, but the servo system 
is a permanent enhancement. Reserve enough points for at least two grunts to 
get jetpacks: they greatly enhance tactical flexibility. 


WHAfS IN THE BOX? Make sure you 
open all the chests you can. You never 
know what you’ll find. 


Sa\'c-§iiiie .support in (Ik campaign Ls 
inbii,st- You can save between, and during, 
battlas. in tlic lical of a fight, thcrcs a cjuick- 
,savc billion tbal allows you lo capture any' 
moment in a fight, but be warned: 'llx; 
c|uick.siive disii[)|)can> if you lose a battle 
and stall o\cr. Using one of tlie iximial .sa\e 
.slots as a temporary save Ls a good idea. 

Each marine ba,s bis ow'n scl of statis- 
tics, including different weapons skills, 
leadership, and .so forth. 1he experience 
interface is purelv graphical, hut is easy 
lo grasp. Certain weapons or gear can’t 
be used until a gnmt gains enough expe- 
rience. Units can gain commendations 
in some battles, and these commenda- 
tions can‘'jump’’ an individual soldier’s 
experience u[) a notch (nice for getting 
that next good w'eaj^nn). 

CHESSMASTER 40,000 

TIk actual tactical combat is a little sim- 
plislic. Each squad member has a set of 



► LEVEL UP Incubation employs a simple experience system to 
open new weapons and gear for your growing squad. 


action points that arc ased to mo\e, fire, 
and perfonn actions. Action j^oinls can l}e 
.slightly modified — pennancnlly by llic use 
of llie servo .system nr tenijxjrarily w'itb 
stimulants, Tlie characters can move and 
shoot, up lo tlxiir action-point limit. Action 
jxiinLs can Ik resers ed each turn for 
opportunity fire, but iliercs ix) pennanent 
icscn’c .setting iLs in ihcX-COM games. 

Combat occuix on a square grid with 
no hue diagonal nuft'emenl. Characters 
cannot nuAc tiirougli .sqiuires tliat contiin 
oilier soldiers. Unlike inX-COM: 
Ai’OC-U.'ii'Si’., you can’t crouch or go [xonc. 
^bu ako can’t climb or jum|i off even small 
barriers— it seems silly to come to a ladder 
and not be able lo climb it. Ihc exception 
is wiien your grunt becomes adsanced 
enough to get a jeljiack; however, jumping 
witli a jetjiack uses all action points, which 
makes jumping info a furball a little dicey. 
You also can’t use a jetpack to jun ip direct- 
ly to an exit [joint; you must land at le;ist 
one square aw'ay. 

Each combat lesel jjresenls a maneu- 
ver or tactical challenge. Some are tacti- 
cal puzzles akin lo a chess problem. Tiie 
monster AI is adequate, but doesn’t con- 
centrate fire on single targets, nor docs it 
coordinate attacks well. 

'Iliere are a nice wiricly’ of wca|X)n.s, and 
you’ll definilely need the moreacK anced 
iiaidware later in llie ganic.'nie combat 
graphics are .sjjcctaci liar, but gri,sly, with 
exploding gobbets of blrKxly flesh, nice 
lighting effects, and great explosions. 

Tlie user interface is nicciv done. 1b 
move, y ou click on a square, indicate the 


facing (which is critical — amior 
is weaker in the back) and 
release. Hieres a “take back this 
turn” button and a save buttons. 
You can alter the \'iew camera 
at any time. 

'lb .sum up, combat is cnler- 
laiuing, but not parliculariy realis- 
tic- It’s much like playing clicss 
with rangccl weapons— but 
somehow' its more satisfying 
blowing a monster lo smitliereeas 
with a pla-sma gun in 3D, 

TURN-BASED FRAGFEST 

1 .ike almost ei ery' new game, 
iNtiUMllON lias a niulli[jlaycr 
nxxlc. You can play over llie 
Internet, either directly through 
TCP/IP or on MPlayer. Lixiai 
area network play and play-by- 
email arc also supported. I couldn’t get tlx; 
II^ network game to woikat all, but 
clxinging oi erlo TCP/IP cured tlio.se 
blues. Up to four players can“buy’" squads 
of marines. You can’t change gear on tlie 
fly, but tlxjre are a large \ariety of specialist 
marines with different eijuiijment mixes. 

Its ijuife a hoot, and a refreshing departure 
from real-time games. 

FINAL REPORT 

/Mthough not without flaws, such as 
the somcw'hat cliesslike tactical combat 
sy'stcm, INCIJB.ATION is a nice change of 
pace from the frantic mouse-clicking of 
the C&C set. Hie .story \sorks fairly w ell 
and keeps your interest, though it w-ill 
never be mistaken for great literature. 
Tlie voice-overs and cliaraclcr advance- 
ment gh'C each marine a [jersonality, 
though not to the level of detail of,, say, 
Jac:oicdAi.i.lvs’CH. If your hands are get- 
ting .sore from all the mousing around in 
the real-time games, check out 
lNCUB.A'nC)N, % 

^APPEAL: Strategy gamers who 
may be getting tired of reai-time 
clickfests; X-COM and Jagged 
Alliance fans. 

^PROS: Gorgeous 3D graphics add 
to the “you are 
there” feeling; 
interesting story; 
easy interface. 
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CONQUEST EARTH • REVIEW A A 


Failed Conquest 

Mew C&C Wanna-be Falls Way Short 

by Mark Clarkson 




( ONQUEbT ILmxu 1 lias so 
much goiii|^ for it that its 
liarcl to imagine liow it 
could fail to please. 
.Mlhough the game is one 
of mans’ real-time strateg}' 
games eurrcntly glutting 
the market, it offers so 
many original ideas and 
nifty features that it’s hard 
to (leeidc where to begin. 


WHAT'S GOOD 

'I’he back story, featuring aliens con- 
quering the Earth, is familiar, but 
Conquest E,\rth gives it a nice tilt 
by offering you the choice of jjlaj'ing 
as the Earth’s human protectors or as 
the invading jovians. Better yet, the 
difference between CONQUEST 
EaR'IH’s forces is actually significant. 
\Miile the humans develop the usual 
a.s.sortment of guns, tanks, and air- 
planes, the Jovians learn to morph into 
a variety of forms, from the humanoid 
Walker to the scorpionlike Glider to 
the .seemingly innocuous rock. 


f CRYSTAL CLEAR In CONQUEST Earth’s novel approach to the fog-of-war 

specially-equipped alien troops vvork to clear away the hideous blue air of Earth. 


ARTIFICIAL UNINTELLIGENCE 

'niankfuily, there arc hot-keys. 
l.-earn them well, because your units 
do iio/Zi/ng- without explicit orders. 


Conquest Earii I’s (i4, 000- 
color graphics feature hand- 
painted backdnips, nighttime 
lighting effects, semi-tran.spaient 
cxqjlosioiis, and more. In addition 
to Ixad-to-licad play, CONQUI'.ST 
IvNRlH offers tuosingle-iila^er 
modes for each .species: Mi.s,sion 
mode —.similar to solo cam- 
paigiis in WsRCRM'l'or 
CoM.\i\ND & Conquer— or 
Campaign mode, wix:re sou 
must manage resources, research 
and de\ clop technolt^', and 
move troo[).s across the globe 
between inissioas. 

You can even fake couIriI of iuclisidual 
units and dris’e tliem around. Its hanl to 
imagine how a game could offer all that 
and still fail to please, yet this one does. 


INTERFACE WOES 

If any among you still aren’t using hot- 
key's, this game w ill convert j'ou. 
Conquest E-arti i’s point-and-dick 
interface is impo,ssible to use. Wdiile the 
human interface is relatively familiar, 


HIDE AND SEEK Here is the between-missions 
screen for the Jovians. I challenge you to find the 
save game icon. 


despite its Euro|)ean accent, the Jo\ian 
interface looks like a small dog tumcci 
iaside out: a moist, throbbing mass of 
pinks, reds, and browns with jjrotruding 
control icons and yellow liquid bubbling 
through a .small .section of wliat looks 
like intc.siine. 

I think this genuinely alien interface 
is a cool idea. I really do. But, still, 
.somebody .should ha\'c killed it — not 
all cool ideas actually work in the real 
world. 'Ike labels are..,wcll...alicn: a lit- 
tle yellow ball, a little green ball, 
something that looks like a fly’s eye. 
Not exactly intuitive, but the worse 
part is that their clickable area is so 
small, '[’be little things you click to 
issue orders ha\'e an actis'C area that 
is a whopping 20 pixels tall. 
Accidentally move past it and the 
.screen scrolls. If you’re on a fast 
machine, it scrolls re.')//y fast. Trying 
to hit those damn icons in the heat 
of battle is actually one of the game's 
biggest challenges. 

'Ike human interface is little belter; 
you bav'c to hold the space bar down 
in order to keep the controls visible. In 
cither case, the controls obscure the 
battlefield when tlic)’ do poj) up. 






Price: S50 
Minimum System 
Requirements: Pentium 
90, MS-DOS 5.0 or 
Windows 95, 16MB 
RAM, 215MB hard-disk 
space, 4x CD-ROM, 
SVGA-graphics card 
capable of 640x480, 16- 
bit color, mouse, 
soundcard. 

Multiplayer Support: 
Modem (2 players), 
internet, LAN 
(2-8 players). 

Designers: DDi 
Publisher: 

Eidos Interactive 
San Francisco. CA 
(415) 547-1200 
www.eidosinteractive 
.com 
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Wield flame throwers and hurl lightening holts as you man cannons and command 
great vessels under the Jolly Roger. Welcome to Shipwreckers! life on the high 
seas at its swashbuckling best! 


ROM 

Windows‘‘ 95 


,PSYCNOSlS 


ShipwrecJtersI and the Psygnoels togo are tiademarics of Psygnosis Ltd. ®1997 Psygnoals Ltd. All rights reserved. The rating Icon Is a trademark of the Interactive Digital Software Association. All other 
trademarks and registered trademarks are properties of their respective holders. 
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'Flieir default mode is to stand still, 
without returning fire, while they’re 
being gunned cIouti. Troops won’t 
defend themselves unless you specifi- 
cally tell them to do so. And those 
defensive orders don't stick; tell troops 
to do anything else— move or fire, for 
instance— and they drop back into 
their default catatonia. 

1 found the direct control of little 
use. More useful is your ability to man- 
ually direct the fire of selected units 
with the left mouse button. Most early 
missions can be won by simply select- 
ing a big group and manually moving 
them around while using their concen- 
trated firepower. But e\'en this sim[)le 
action is harder to do than it should be. 

If you manually direct fire to a specific 
location, selected units will just stop in 
their tracks and fire in that direction. If 
they’re spread out, it means most of them 
are out of range. If they’re in a clump, 
they’ll shoot each other. 

Fortunately for you (but unfortu- 
nately for realism buffs), troops don’t 
take damage from friendly fire. 'Iliat’s 



good, because 
when \'ou gi\’c 
orders for a 
group of units to 
e.scort another 
unit, everyone 
invariably fires a 
round or two at 
him first. 


[ ALIEN BASE A Jovian base under construction. The zig-zag 
blur effect beneath the bottom-most alien is a building under 
construction. Some eiements of the interface pop up, obscur- 
ing the terrain. 


THE NEED 
FOR SPEED 

On my venera- 
ble PI 33 s\'stcm 
(now retired), (he 
game ran fairly 
smoothly when 
things were quiet. 

But once the 
action heated u[) with lots of those nifty 
semi-transparent e.xplosions and what- 
not, mysj'stcm started choking — 
scrolling w'as cho[)py and 1 had trouble 
selecting Iroojjs, assigning waj’-poinls, 
and so forth. 

'lire game ran quickly enough on 
my new' Intergraph P2/266...too quick- 


ly at first. Wlien 1 finally located the 
controls to adjust game speed, they 
slow'cd dow'n the enf/rcprograio. 

As you turn down the game speed, 
scrolling gets jerky, mouse response 
degrades, and so forth. I want 
the game’s speed reduced, not the 
game's performance. 
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War Wind is a trademark o( Strategic Simulations, Ire. ©1997 Strategic Simulations, Inc., a Mindscape Company. All tights reserved. Windows Is a registered trademark of Microsolt Corporation. 
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riany years after the great con- 
flict. much has changed on Yavaun 
Humans, reluctant colonists, are 
now part of the cultural diversity 
of this alien world. 


offers new, larger vehicular and 
mechanized units. All-new maps 
with improved terrain graphics. 
Streamlined game play in building 
and promoting your units. All this 
plus the unpredictable human 
element, makes WAIf WIND II 
much more than just a sequel. 

It's a whole new game. 


To Order: Visit your retailer 
or call I-8D0-234-3083 
(USA & Canada) with 
Visa or MasterCard. 
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THOSE LiniE EXTRAS 

Tlic 64,00()-color, hanc]-p;iinted back- 
grounds range from nice-biit-bkirry to 
ugly-but-blurr)' 'Hie music is loud and 
repetitive, Tlie human dialogue is limit- 
ed and uninspired. Tire alien dialogue 
seems to ha\ e been recorded by actors 
with their heads submerged in a toilet. 

You can save games i>et\\een missions, 
but, as far as 1 can tell, you can only load a 


game by selecting “(|uit game," 
retreating to tlie main menu, and 
coming back in again. 

1 never got to try CON- 
QUl':STE;\R'rii head-to-hcad. 
Although the game comes 
on two CDs, all players still 
need their own copies. Tlic 
adv'ertised free play on 
MPlayer wasn’t available 

during my review. 


► NOT ALL BAD CONQUEST Earth does have redeem- 
ing qualities, such as truly different sides and 
some nice attention to detail, including tire-tracks 


AN EXHAUST- 
ING ENUMERATION 

1 could go on— about 
the 20()MB “minimum" 
install; the lack of basic 
options; the mistakes in the 
manual; the mouse prob- 
lems; the innovative, yet 
ultimately aggravating 
implementation of the fog 
of war — but I’m getting 
depressed just talking 
about it. 

Playing a game is sup- 
posed to be a c 


► UGLY LANDSCAPE Despite 65,000 colors, some 
i of Conquest Earth’s hand-painted landscapes fail 
to please. 


not a chore. Tlierc’s a big difference. 
Suffice il to say you should skip 
this one. ‘b 


quick reflexes and a very tolerant 
nature. 

^PROS: Some nice 
graphics and plenty 
of original ideas. 

►CONS: A quiricy, 
nearly unplayable 
game that fails in 



I- n iM pj jj'j-j. 
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gaiiimg 


You won’t find this hind oi histoiy in any book. We'va taken gaming 
one step iuither. Why meieiy te-enact or le-create batttes, when 
you can mastermind an entire historicat navai saga? In full 
command of the economy, military and strategy, immerse yourseif 
in the history you create. 


With a 3D combat engine you 
don't just see explosions - 
you experience them. 


View a floating 360’ panorama 
and engage in ship>to*ship 
confrontations. 


Rule the waves, forge the steel 
and earn the medals. 


GREYHOUNDS 
OF THE SEA 


Crusaders 
Studios, Inc. 
www.crusaderstudios.com 
(8BB) 744-4CSi (4274) 


When it’s this real 
it’s not a game - it’s war. 
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Sea Quake? 

k Third-Person Wargame/First-Person Action Hybrid-With Mixed R^ults 

by Bob Proctor 



WHERE'S MY CREWTThough you seem to pilot a ghost ship, the quarterdeck view of this large 
warship does give a good view of the action. Notice the compass across the bottom and the 
four-minute timer (with controls to set the clock at 1x, 2x, 4x, or 8x speed). 


I f you believe things alvvay's 
come in threes, tlien you 
aren’t surprised by the fact 
that 1997 has produced 
three games on sailing ship 
battles; As'alon Mills 
WooniiN Ships &Mkon 
iMlv, Talonsofts ACE OF 
S.-UL, and now, Strategy 
Firsts Ma.n OF W\R As 
witli tire otliers. MaN of has 
scenarios for some of the great 
battles of the Re\oliitionary and 
Napoleonic wars. 

Wliat makes MOW differ- 
ent? It is the only game of the 
tiiree to use a first-person per- 
spective, That is to say, you arc 
right there on deck, with the sea, 
sky, and other ships all around 
you. Tliis is a common fonnat 
for .simulations, including every 
submarine sim e\'er made, but 
it’s the first attempt to bring the 
idea to sailing ship warfare. 

SIM OR STRATEGY GAME? 

Forget the marketing: MOW is, at 
heart, a turn-based strategy game. You give 
orders to all your ships for the iract four- 
minute turn; then the clock starts and you 
watch as movement and combat occur. At 
tire end of tire turn, tire clock stops and it’s 
time for orders again. Orders are gh'en 
using an overlread isometric view of tire 
ships oir an ocean tlrat looks like an old 
parchment map. Oirly instead of watch- 
ing the action from this view; you are 
transported to the deck of your flagship. 

For me, this attenr|rl at first-person 
]X)int-of-\rcw falls short. It never gave nre 
the “you are there” fceliirg that lire back of 
the box clainrs. 'Fhere are two reasons for 
this: a lack of reaiisnr and impotence. la;t 
me explain that last oire first. From the 
gairrcr’s perspective, tire “Action Phase” is 
really a time of inaction; you ha\’e nothiirg 
to do for four minutes except watch, Oh, 
you can use the arrow keys to i no\ c 


around lire deck of your flagship, but tlrere 
isn’t a single order you can give unlil tlic 
four minutes are up. If you’re like nre, 
you’ll quickly have the clock on Sx (the 
fa.stest setting) or be hittiirg tire Skip but- 
ton to get on to tire next orders jrlrase — 
llrats wlrere tire rea/action is. 

As for tire realism as[)ect, you’ll find 
the deck a lonely, surrealistic place; there 
isn’t another soul on deck! No liclms- 
rrran, no lookouts, no inidslripinen wait- 
ing to carry' orders below decks where all 
those cannon go off every few minutes. I 
think I understand w'hy: Its a huge pro- 
gramming effort to put a crew on deck 
when tlrey’re just a decoration in game 
femrs — you couldn’t give thciu an order 
if you wanted to. On the other hand, 
they spent time depicting a dozen or 
more different weather aird lighting con- 
ditions (and the sea and the sky are 
beautiful!), so w-lry not iirclude some 
crew inenrbers as well? At night, tire gun 
flashes reflect off the sails nicely; 


although all the ships look tire sanre. 
That is, there arc about six different 
classes and all the ships of a class look 
alike, evcir in regard to color. Tire largest 
class is “Ship of the Line,” so tirese all 
appear as three-deckers, even though 
most are 64s and 74s and should only' 
have tw'o decks. I.Kirge ITigatcs are all 
two-deckers, eveir though iro Frigate 
ever had more than one full gun deck. 

Smoke is one thing ^'10\V gels right. 
Wlion your broad.side fires, a huge cloud 
of w'hitc smoke obscures your risioir unlil 
it dissipates in the wind. Tire caniroir also 
booirr realistically, with sound attenuated 
by distance. Wlren a nrast goes oserboard, 
there is the sound of splintering wood and 
snapping cordage. Other thair lliese how- 
ever, sound is an area badly neglected — 
wiry do 1 nev er irear the wind or tire .sails 
alrov'c nre? Wlrere is tire wlristlc of can- 
noirballs flyingby or tire .sound of tire 
.splashes (w'hiclr i can see) wbeir tlrcy fall 
shuti? Ard w'lry cair’t 1 hear the sounds of 
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Check oul Man of 
War on this 
month's CG-ROM! 



Price: $49,95 
Minimum System 
Requirements: Pentium 60, 
DOS 6 with 8MB RAM or 
Win 95 with 16MB RAM, 
50MB hard-drive space, 
SVGA graphics, 2x CD- 
ROM; supports Windows- 
compatible sound cards. 
Multiplayer Support: Hot 
seat, modem, null modem, 
or IPX local network 
(1-2 players). 

Design: Strategy First 
Original Boardgame 
Design by: Simulations 
Canada 

Distribution: Virgin 
Interactive Entertainment 
Irvine, CA 
(800) 874-4607 
www.vie.com 
Reader Service d: 340 
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my crew, even if 1 can’t see 
tlieni? Many events should 
be re|)ortccl to the Captain 
and Admiral, as (licy were 
never exirecled to see every- 
thing. Realism is ail-impor- 
tant in any first-person game, 
as llie development in“5D 
sli<5oters” dcmon.strates, but 
its also subjective in that 
what is realistie“enough” for 
some will not work for oIIkts. 
For me, MOW falls sliort 
(with a splash). 


^PRELUDE TO BATTLE You Won’t find the beautiful 3D modeling on this Scenario Builder screen— 
I or the Orders screen— even though these are where all the real gaming decisions are made. 


HOW DOES THE 
ENGINE RUN? 

Oka); .so lialf tlic chrome is 
missing; how does MOW^ 
compare as a stnitcg)' game? 

Both the sailing model and 
lire combat model are simple. 

] don’t mean tliat as criticism; 

I’m just staling facLs. If you 
found eitlierWooDUN Ships 
/\Ni') Iron or Acii oi’ Saii- too com- 
plicated, then MOW may be just tlie gime 
foryou-Tliere are six points of .sailing, 
w'hich 1 sus^ject is the result of a Iicxagonal 
grid, but otlffirwise tlieres no clue as to how 


movement is handled. You order ships to 
move in a certain direction, but you never 
know how' fast a ship is moving or wficre it 
will end up. This Is good: its an Adminils 
]5ointof view, 'ton issue signals to engage or 
retreat and let individual captains (as 
played ly tire computer AI) implement 
tliose commands. T'he idea of giving orders 
by flag is historically cmnect and works 
well, a limit of 12 flags per tirnr makes it 


impossible to order every ship individually, 
so you have to learn to give general orders 
to the fleet and divisions. 

Tliis brings ii[) another innovation tiial 
I really like: Naval Doctrine. Tliis is 

.something you set 
at (he beginning 
of a scenario and 
consists of general 
orders to eacii 
class of ship. 
Sliould tiiey close 
the enemy or stay 
at long range? At 
what range(s) 
should they fire? 
Should they use 
full sails or battle 
sails? It’s like |)ro- 
grammingtiicAI 
lo do things your 
way. Some of the 
flag signals, such 
as“Engage 
Enemy iMore Closely” and “Make More 
Sail,” have the effect of changing doc- 
trine for a ship or division and must be 
used carefully to avoid unw'anted results. 

You might wonder if Doctrine also 
includes things like wlien to shoot grape- 
shot and when to fire at tire eneny rigging. 
It does iKit, but tlien tlie combat model 
doesn’t represent these factors. Every ship 
blasts awry witli sueii excellent accuracy 


that ships are often dismasted and sunk 
within Kvo or three tunis. Tliat’s 8-12 min- 
utes of fighting! Because of this, you’re 
very' unlikely to see an inconclusive bat- 
tle — a point reinforced by victory condi- 
tions that make draw's imix)ssible. 

HOW ABOUT 

"QUAKE WITH CANNON"? 

In lire Designer Notes, Justin 
Ptzedwojewski fears that Grognards may 
avoid MOW, fearing that is will l)e 
"Doom with ships." MOW has a way to 
go before it’s as involving as Doom, but it 
is going in a good direction. Most veter- 
an wargamers will l)e put off by the lack 
of realism in the combat model as much 
as tlie graphics, but Man of W/VR might 
be just the ticket if you are trying to inter- 
est a young person in our hobby. % 


APPEAL: People looking for an 
introductory wargame with some 
eye-candy. 

^PROS: Nice treatment of naval 
doctrine in the Age of Sail; early 
attempt to marry turn-based 
strategy to 
real-time first- 
person game. 

>COHS: Nice 
try, but the 
maniage 
doesn’t work. 
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"USCF Chess IS easy to use, jun to play, and, ^ 
amazingly strong opponent. Measure yourself ag4 
you would do in actual United States Chess 


Mike Cavalio, Executive Director of the United. 


Grandmaster Yasser Setra^Sf ' 


The only chess program officially enjdnrofby United States 
Chess Federation - the largest chess organizations the U^- 

The only chess prograni that can award an official U-S-C-F.''' 
rating that can be used to enter an <JBicial totShament 

The only chess prograni with a pser-friendly inte^ce, , 
300,000 move opening book libraryy^d tutp^^ - 
written by Tasc 

USCF Chess includes an offer for a discounted membership 
intheUSCF 

Adjustable computer AI speeds, ability levels LAN 
and modem play 


Coming tills November 
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Price: S54.95 
Minimum System 
Requirements: 486DX, 
Windows 3.1 or better, 
SMB RAM, SMB hard-disk 
space, SVGA graphics 
card. 2x CD-ROM; 
supports Windows-com- 
patibie sound cards. 
Multiplayer Support: 
Hotseat, modem, nuii 
modem, internet, or emaii 
(1-2 piayers). 
Designer: Joseph 
Hummei, Bob McNamara, 
John Tiller, Jim Rose 
Publisher: Talonsoft 
Forest Hill, MD 
(410) 821-7282 
wwiv.talonsoft.com 
Reader Service U: 341 


Ground to a Halt 


Napoleon’s Last Campaign Marks the End of an Era 


by Bob Proctor 




J une 16, 1815. France is threat- 
ened by hs'o annies; one 
British, one Prussian. 
Napoleon, hoping to defeat 
each enemy in turn, mo\’es 
quick!)’ to block the roads that 
would allow' his enemies to 
join forces. 'Ihe rapid march 
ofNapoleonis aimj’suqjriscs 
the allies (wliixse officers are 
attending a ball in Bms.sels). Sensing 
that Wellingtons forces are less than pre- 
pared, Napoleon ho]3CS to stall the 
British at the crossroads of Quatre Bras, 
while simultaneously smashing the 
Prussians near the village of Ligny. Tliis 
bold plan — which came \'er\’ close to 
succeeding— is the subject of PlUiLUDK 
■|'0 Wa'IERLOO. last of the famed 
B.Vfll.KCROtJND wargame series. 


NAPOLEON VS. ROBERT E. LEE 

PrI'I-UI^K, the third B.-YITLIvCROUND 
game covering the Na[)oleonic Wars, 
uses a slightly different set of nilcs than 
those dealing with the /\merican Ci\’il 
War. In the AC W games, cavalry can be 
mounted or dismounted, but fhev can 
fire only while dismounted. 'Ihey are, in 


► EXTREME ZOOM-OUT Here’s a portion of this viewing mode, 
new to Prelude. It’s useful if you want to see the terrain 
approaches to Quatre Bras without units getting in the way. 


effect, infantry that 
can use iiorses for 
greater mobilit)'. In 
PRia.iiDi'',, llic ca\'al- 
ry fights from liorsc- 
back with swords 
and sabers, so each 
turn has an addi- 
tional plia,sc—tlic 
Cavalry Charge, 

Cavalrj’ gains pow- 
erful bonuses by 
charging into a 
melee. It’s so effec- 
tive tliat an infantry 
unit of comparable 
size cannot stand against them unless it 
uses a .special defensive formation — the 
sc[uare- 1 he squaic allows ) ()u to shoot in 
any direction (albeit w’ith reduced fire- 
power), but it’s less mobile than cither 
line or column formation. 

Also, infantry iinils in PltFLl.llDlLcan 
split off groups of 100 men as skirmish- 
ers. Some units ean do this once; light 
infantr)’ can do it repeatcdl)'. Cavalrs' 
likewise can split off squads of 100 riders. 
'Ihese small units have no facing (thus, 
they may fire in any direction) and they 


serv'c mail)' uses: as forward scouts, 
guards for )’our flanks, or harassers of 
eneni)' artillerv You can also sacrifice 
skinnishers to blunt an infantry a.ssault. 
Tliey generally give as man)’ casualties as 
the)' take, and ever)’ turn the enemv 
spends fighting skirmishers is another 
turn )T3u ean reduce liis numliers with 
ranged fire. And you had better reduce 
liim because Disorganization does not 
keep an infantry unit from melee (unlike 
tlicACW games). 

Given lhe,se differences, Prei.UDE is 
more complex, much richer 
tactical!)', harder to play 
well, and therefore more 
rewarding. Unfortunately, it 
also means its harder to pro- 
gram the computer to pia)' 
well. Once you’ve mastered 
tlie game, ) oii should be 
able to beat the Al in any 
.scenario playing either side. 

I guess that means the sce- 
narios are balanced, al least! 


^SKIRMISHERS IN FRONT As the French approach Ligny, notice the skirmishers deployed on both 
I sides (to the left). You can barely make out the variety of Prussian uniforms. 


THE NEW ART OF WAR 

One new idea in 
Prelude is Art of War. sce- 
narios witli the same setup 
as the historical battle, but 
with liiglil)\'ariable release 
times for reinforcements. 
'ITiey are intended for head- 


BATTLEGROUND 8: PRELUDE TO WATERLOO • REVIEW 


to-head pla)' using tlie Extreme Fog of 
War optional rule. Extreme FOW hides 
the identity and quality of enemy units as 
well as hiding the data that “nomial" 
FOW hides (exact strength and fatigue). 
Wliile they might be of little interest to 
those who want to analyze history, both 
Extreme FOW and the/irto/Warsce- 
narios make head-to-head play much 
more interesting. Maybe Talonsoft will 
bless us with /irto/Wbr scenarios for 
earlier games? 

Napoleonic games take longer, turn 
for turn, than the ACW games because 
there are more choices to be made and 
because there are lots of units, especially 
when skinnisiiers can double the num- 
ber. Thus, Prelude comprises a won- 
derful variety of /ong scenarios, but only 
four (of 23 total) can be played in a single 
sitting (see the sidebar for details). 

If, like Wellington, longer battles are 
your cup of tea, then PRELUDE has a 
unique feature. Owners of BaTILE- 
GROUND; WATERLOO can save their 
results from PRELUDE as the starting 
setup for a Grand Waterloo campaign 
game. Nice as this feature is, though, 
witli such extremely long games, I’m dis- 
appointed that Talonsoft hasn’t 
improved tlic user interface by adding 
player aids. For e.xample, artillery is more 
accurate after it has acquired a target. 
However, it can be really hard to remem- 
ber which target a particular unit shot at 
in its previous fire phase. 

Another useful tool would be some 
way to remember which units need to 
change fomiation. A common example 
is artillery that needs to unlimber. 
Normally, this can happen only during 
the Defensive Rre phase, but the “Next 
Unit" tool will find only units that can 


fire, which never includes limbered 
artillery. If you don’t remember to do it, 
you lose two more fire phases before 
your next chance. 


BatILEGROUND series, Talonsoft has 
maintained its high standard of 
wargame design. We can only hope 
the company's next venture will be as 
successful. % 



interring parallels exist between this game and l^ Run. Both havejmonnousr 


-Imaps wffl^terrain well suited for heS^-head pla^ botfiTmCIuHe historical- ’N; 
Icoi^rage of two major battles, and both have a wealth of long Darios, but ' 

'^|y:a''.fm short'onedi ^ . a 

The two short Quatre Bras scenarios are hypothetical 'events oi^e eve^iig 
before the historical The l^ngoanf is a gem. Half a dozen Frmich ipgimenfcl 
try to.capture Quatre Bras fron| a simliar number of British antts.;the,.^clnMdts|'‘ 
are all cavalry and the British, are all inhmtry; bott) sides have tvh^aitilleiV units \ 
for support. At a mere eight turns, the scenario ^an be pibyed in W hour hnd is a I 
great iiitroductibh tou^iy tactics.' ’ — ’• — ; — “ ~ j " ' 

Fffth Coips at Frash^s is a l2-tum scr^ in which the French must press the attad^ 
j^nst superior mmA^Widl^.yra (^yriut!!lls(»iario versus^ jAUt^doub^^ 
you’d be so fortunate j^ng the French ’agaTnst'a compe^ humdri geneiei. i 
By contrast, the tipo short scenaribs for Ligny are nistoricaj. They portray { 
the iniriar French attacks on two diffpentsal[ents.of^ the-tiat||le.-(:^j^s'7DsLj . 
6 turns In length, so you mi^bt conceivably l^old that^bwn. Amaii, at 12 
turns, is another i y .. V- V . V 

sTo'ry, hbWem A riil^ ' 


the Prusiiari army. 


Frussiairrinits acmes' 


> VANGUARD The best small scenario pits French cavalry j; 
against British infantry at the crossroads village of 
Quatre Bras. 





b BATTLE OF UGNY St, Amant is to the left, Ligny proper 
to the right. The heavy fighting w\\ be at the bridges 
across the stream behind the hvo villages. 


STRIKE THE COLORS 

Wliile tliere are more 
than a few points about 
w'hich to quibble. 
Prelude TO 
Waterloo still ranks as 
a very good game. It's 
historically accurate, 
challenging (especially 
m multiplayer scenar- 
ios), and still as attrac- 
tive as a tabletop minia- 
tures game, despite the 
age of the engine. With 
this grand finale of the 


^APPEAL: Battleground series 
fans and students of the 
Napoleonic Wars. 

^PROS: New "Art of War” scenar- 
ios for head-to-head play; campaign 
links with Battleground: Waterloo; stiil 
the best on its subject 
►CONS: Only 
four scenarios 
can be played at 
one sitting; no 
scenario editor; 
engine and inter- 
face starting to 
show their age. 
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Price: $39.95 
Minimum System 
Requirements: Pentium 
90, Windows 95 or DOS 
5.0. 16MB RAM, 60MB 
hard-disk space, 2x CD- 
ROM drive, SVGA graph- 
ics, Sound Blaster-com- 
patible sound card. 

Multiplayer Support: 
Modem, serial connection 
{2 players), LAN 
(2-6 players). 
Designer: Optik 
Publisher: 
Interactive Magic 
Research Triangle Park, NC 
(800) 298-0872 
www.lmaglcgames.com 
Reader Service d: 342 




The Business 
of War 


A More Profitable Twist on 
Real-time Strategy Gaming? 


by Patrick C. Miller 

E ver since President 
Eisenhower wnmed 
Americans about the influ- 
ence of the military-indus- 
trial complex, the idea that 
business interests con- 
trolled foreign policy and 
manipulated us into war 
has been a mother lode for 
conspiracy theorists. In 
WaII Inc., a real-time strategy game 
from Interactive Magic, corporations 
not only supply the materials for wars, 
they also field their own armies and 
commanders to fight them. 

''ITic year is 2020, and you play the 
role of an up-and-coming e.xecutive in 
an international tactical reaction cor- 
poration. Of course, you know that’s 
just a more businesslike w'ay of sa}'ing 
that you kill people for profit. Your 
employer, the Granite 
Corporation, is a mer- 
cenary service that 
specializes in solving 
the ]3roblems of world 
governments with 
military forces of its 
own creation. 


PROFITS R US 

But make no mistake, 
the almighty dollar and 
the bottom line arc first 
and foremost in every- 
thing you do. Your busi- 
ness acumen is just as 
important as your mili- 
tary mind, if not more 
so. The decisions you 
make about which tech- 
nologies to research, in 
which stocks to invest. 


and which 
companies 
to take over 
all have a 
direct bear- 
ing on your 
ability to 

wage war. And waging war is by far your 
most profitable activity. 

War Inc. can be played in quick 
combat, campaign, or multiplayer 
mode. Quick combat offers instant 
combat with all technologies immedi- 
ately available to you. Multiplayer 
options include modem, serial, and IPX 
network, although they were not tested 
as ]3art of this review. 'Ilicre are no tuto- 
rial missions and no levels of varying 
difficulty, lliere arc, hov\’ever, a num- 
ber of options that can be tweaked to 
make the game easier. 


THIS OLD BOT War Inc. features a powerful unit editor that lets you 
design and name your own denizens of destruction. 

'1 he campaign game begins in an 
executive suite where you can jjla}- the 
slock market and choose the technolo- 
gies you want your hired scientists to 
research. In perha[)S W/\R Inc.s best fea- 
ture, you can design and name y our own 
units or customize existing designs, 
hfotn the office, you can choose to 
advance time by the day, week, or monlh 
while you monitor the status of your 
stocks and the progress of your research. 

HAVE NANITES, WILL TRAVEL 

Iwentually; you will be offered a mission 
in .some far-fliQig 
comer of tlx: 
world, 'ibumiglit 
c[uell tlx; militia in 
Canada, monitor 
alien abductions in 
Guatemala, or lay 
siege to pirates in 
tire Bennuda 
'Irianglc. Before 
deciding wlietlrcr 
or not to accept a 
mission, you will 
rccckoa detailed 
briefing about its 
nature. If you 
accepLyou’re 
taken to a strategic 
mapw'lx;rcyoucan 
clx;ck out your 
Ixadquartcrs. 
Missions bas e 


► WAY OFF BASE Missions begin with a base where you build units for your strike 
teams. Accomplishing all objectives in a mission results in a hefty payday. 


STAR COM MAN D 

DELUXE 



Violence, revolution, benoeioe, ano occaeionally, 

ALL OUT WAR. 

Just another oay in the balaxy. 

So what if it’s not politically correct? It’s a game. A strategic challenge that tests your mettle as well as 
your mind. See, while you're blowing away ships from the baddest races in the galaxy, you've got to build 
your own killer space armada. If you survive. Star Command Deluxe. Not just your everyday blood and gore. 



Unlimited free on-line piay! 

illffl® TECH 

MARKBIMS SEFWCES, INC. 

Available 11/97. Impatient? Dawnlnad the demo @ 

www.metrD3d.cDm 



KIDS TO ADULTS 
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Journey to the far future to save the distant past. 
Battle.hand-Mand. Solve intriguing puzzles. 
Wield powers magic. Explore a huge 3D world, 
.^r mission^ retrieve the legendary sword . 
fexcalihur. S , / 

Featuring ove^OO locations, 60 different !> , 
characters, fulf Speech, and incredible realimtc 
light-sourcing, Ex(!alibur 2555 is an absolifte epii 

“ ...could well do tor 3D action adventures^what 
Tomt Haider did for 3D platformers” A 
-Edge ; \ A 
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— Diehard Gamefan} ( \ 
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primary, secondaiy; and tertiary objectives 
tiiat must be completed before you get 
paid. 

At tlie start of each mission, )ou’re pro- 
vided witli a headquarters to construct 
basic units. You use ore-sniffing vehicles to 
locate minerals, which, when mined, give 
)'ou the nece.ssar>' resource units to con- 
struct more facilities, infantry, and vehicles. 
You must also build solar power plants to 
generate tire energ}' for )’Our facilities. 
Strike teams are assembled and then 
moved (on tire strategic map) to the objec- 
tive areas. Movvever, as you move toward 


>our drjectives, ^ou can cxjrect fiequent 
enemy raids on jour base. Money is a 
neccssit)', but other than selling facilities, 
there is no way to increase )X)ur income 
during the course of a mission. 'Hverefore, 
if you begin a mission underfinanced, 
}'ou'rc screwed. 

Interactive Magic deserves credit for 
prov'iding gamers with a storyline dial 
doesn’t rely on the worn-out ])lot of 
nations battling for survival on distant 
planets, as in Dark ReigN, ToT/\I, 

Anni! itLvnoN, MAX, or Enemy 
Naiions. Tire concept of giving players 
something to do between missions that 
affects what happens on the battlefield Ls 
well done. Unfortunately, WAtt iNC. seri- 
ously fails in the one area where it must 
succeed — combat. 

MARKET CRASH 

T1ie battlefield maps are vintage 
Command & CONQUi'iR mazes, and llic 
graphics and artificial intelligence offer lit- 


tle improvement over tlx; older game. 
Combine that with an excessively micio- 
management-heavy combat system and 
an incredibly nonintuitive interface, and 
suddenly sitting in tlie office designing new 
veliicles is the most entertaining aspect of 
the game. While recent offerings in this 
genre make it easier for gamers to com- 
mand large numbers of units by providing 
queued commands and unit behavior set- 
ting, War Inc. .stubbornly refuses to move 
alread in this area. 

can’t order facilities to build more 
than one type of unit, and t!x;res no wry to 
automatically send a 
new unit to a location. 
Artillery units won’t 
fire at die enemy 
unless .specifically 
ordered to do so, and 
units ordered to move 
will too often remain 
stationary' if they can’t 
trace a path to tlic 
location. A feature 
that supposedly lets 
you move units in for- 
mation doesn’t seem 
to make a discernible 
difference. All tliis, 
and die clumsy inter- 
face, adds up to a 
tremendous amount 
of micromanaging. 
Notfirn. 

War Inc. tries hard to be a cross 
between X-COM and COMMAND & 
C0NQIJ1',R, but the weak combat system 
brings the whole game down. Without 
C&C’s hard-edged personalityorX- 
COM’s immersive tension, there’s little 
to recommend it. % 


^APPEAL: Real-time strategy fans 
looking for a game with a slightly 
different twist. 

^PROS: Ability to create and cus- 
tomize units; multiplayer capabili- 
ties; between-mission strategic ele- 
ments dealing with research and 
money management. 

^CONS: A clumsy interface, unap- 
pealing maps, 
and the need to 
heavily micro- 
manage individ- 
ual units render 
combat unap- 
pealing and 
tedious. 







S T jR 

CO MMAND 

DELUXE 





ImpravEd graphics mean bright^ 
explosions, greener terrains, bloodier war. 



Hardcore, multi-player. Windows 95 action. 
Fight It out over the Internet, free. 



Build alliances with alien races, learn their tech- 
nologies, then annihilate diem. Ouch. 



Available 11/97. Impatient? 


□awnload the demo @ 
www.metro3d.cam 
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CRANK UP YOUR 
SHAKE UP YOUR 

SYNAPSES. 



SMART GAMES PUZZLE CHALLENGE 2! 



Smart Games Puzzle Challenge 2" brings you the all new 

games you crave. It's loaded with 1400 logic, perception, word, 
trivia, and strategy puzzles to boot up your brain cells. Brought to 
you by the most extreme team of puzzle creators ever assembled, 
Smart Games Puzzle Challenge 2 takes puzzles to a new level. 

CHALLENGE YOURSELF, 

CHALLENGE YOUR FRIENDS, 
CHALLENGE THE WORLD! 

[SMART GAMES' 

www.smartgames.com 

Smart Games, Smart Games Puzzle Challenge 2, and the "excited nerds" image are trademarks and properties o( 
Smart Games, Inc, @ t997 Smart Games, Inc. All rights reserved. 
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Under the Jolly 
Roger 

Buccaneer Sinks Under the PlayStation Flag 

by Johnny L. Wilson 



o\'er will immediately wish that the actor 
be forced to walk the plank. 

Its when )ou start to plaj' tliat )du dis- 
cover how dry tlie bones are beneatli lire 
skill! on )'Diir flag. Want to name your ship? 
It’s not an option. Since the PlayStation has 
no kcyboaKl, llie port doesn’t need one 
either, Want to add a little swash to your 
buckle as you slide your rapier deftly 
through your opponents viscera? You don’t 
control the fencing or shooting during tire 
tactical combat. It is a mere animated por- 
trayal of tlic programs calculations, while 
you W'atch as an innocent bystander, ^bur 
one valid interaction is to retreat. 
Amazingly enough, though tlieship-to- 
shi[5 combat offers real-time action, tire 
man-to-man combat doesn’t. 

Even the smallest matters bear a negi- 
tive legacy from the PlayStation interface. 

Want to restock your ship with 
food and w'ater?'lbu’ll have to 
click on lire cursor for every 
unit (one for each d^you 
expect to be at sea). Wbnt to 
replace tlie cannonballs you 
used in tire last battle? Youll 
have to click for each and 
everyone. If you just spent 200 
taking down a fortress, you'll 
have to click 200 times, "^bu 
can’t simply click and typre 
“200." You didn’t have a key'- 
Ixrard with the Sony version of 
tire game, luid Divide by Zero 
(tlie developer) didn’t think it 
was important to clean up tlie 
interface for computer ^mers. 


^ GUNNER'S SLAUGHTER You’ll guess at the angle of fire from this perspective, but you’ll be able to 
I see how effective that fire is. 


"I NO QUARTER SHOW 
WHERE E'ER I GO, BUT 
SOON THE PRIZE WE'LL 
TAKE IN TOW." 

Unfortunately, things 
just gel worse. Want to 


K UCG\NF.FR gives a bad 
name to more than one 
type of [X)rl. A conversion 
ofSSlsadvenlure/strategy 
game, originally designed 
for PlayStation, it is to SllD 
MEiKR’sPiR\iT:s!and 
Impressions’ High Siv\.s 
’I^'XDI'.it w'hat fomier Vice 
President Dan Quayie was 
to John F. l<ennedy- lb wit; “1 know 
PlRMl'.Sl and BUC0\NI',I': R is no PlRMRS!” 

"OH, I COMMAND A STURDY 
BAND OF PIRATES BOLD AND 
FREE. NO LAWS I OWN, MY 
SHIP'S MY THRONE, MY KING- 
DOM IS THE SEA." 

All quotations from 'Ihe Pirate of the 
Isle," iin American sea chantey. 


BucC/VNEer starts out as a good idea. 
In addition to tactical real-time combat 
with 3D ships and shifting wind direc- 
tion, it has better graphics than either 
PlR^lEs! or HiCI I SE/\S 'Prader and 
music tliat exceeds all but the Amiga ver- 
sion of Pirates! Bucc-\NEERalso gets 
kudos for having multiple campaigns — 
each with its own unique objective. Do 
you take to the high seas to rescue your 
lost love, avenge your late brother, clear 
the family name, save your brother, 
restore your fortune after a betrayal, or 
find a particular treasure? Hierc are 
twists in some of the eam[)aigiis, but the 
game mechanics are the same, whatever 
yrou decide. Tlie limited, almost skeletal, 
narrative unfolds with slight differences 
and victory screens each time, but any- 
one w'ho bothers to listen to the voice- 






Price: $39,95 
Minimum System 
Requirements: Pentium 
120, Windows 95, 

16MB RAM, 60MB hard- 
disk space, 4x CD-ROM 
drive, 1MB SVGA graph- 
ics (2MB recommend- 
ed), mouse; supports 
Sound Blaster-compati- 
ble sound cards. 
Multiplayer Support: 
Modem or Serial (2 
players); LAN or Internet 
TCP/IP (2-4 players). 
Developer: Divide by 
Zero Software 
Publisher: SSI (a 
Mindscape Company) 
Sunnyvale, CA 
(800) 601-7529 
www.ssionline.com 
Reader Service #; 330 
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send a prize party over to take that 
sliip you’ve just defeated? You can do 
it, but you’ll lose the ship you already 
had. Imagine my chagrin when 1 cap- 
tured a heavily laden Dutch l'’lute in 
my first campaign and siihscquently 
discovered that 1 had left behind my 


fast, maneuverable sloop forever. 
PllWTF.S! allowed you to lake that prize 
to the next port, unless you were 
defeated by another ship cn route, 
Bucc.vnffr expects you to scuttle 
either your current ship or the valu- 
able prize at sea. 



m BORING PARTY You’d think from this screen that there would be plenty to do, but 
I you're stuck in spectator mode. 


/\lso, while the tactical combat at sea 
is the best part of the game, it’s also 
lacking. You set the course for your ship 
from an overhead oblique perspec- 
tive— standard, adventure-game three- 
quarter view. Tlren you hastily hit the 
Insert key on your keyboard (obviously 
an analog for one of the Sony gamepad 
buttons) and get the gunner’s \'iew. You 
use the Plus key to raise ihe cannon and 
the Minus key to lower it. 

Unfortunately, the on-screen per- 
spective doesn’t let you know how 
many quoins you’ve used to raise or 
lower the gun. /Mthough tlicre is a place 
on the screen to show the approximate 
elevation, it doesn’t actually show what 
you’s'e done to adjust the gun, so you 
are forced simply to fire and ho])e 
you’ve remembered correctly. Still, it’s 
painful to think you’ve raised the can- 
non to a certain iieight so that you can 
bombard a fortress from a safe distance, 
only to disco\'er that \'Ou haven’t raised 
them as high as you thought you had. 
Such a small change would have made 
a big difference. 



Contains command sheets for 
Command & Conquer; Red Alert', 
Fighting Falcon F16', MDK", 
Microsoft Flight Simulator", 
Civilisation IP, Quake", Interstate 
76", Jet Fighter III", Tomb Raider", 
X Wing vs. Tie Fighter", Microsoft* 
Word or design your own. 


play the game 

Works with any PC game. 
Includes easy Windows program 
to design and print your own 
command sheet. 


lit our web site at http:f/www.saitek.' 
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c' 


swipe the bar-code 
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Virtual Haalitf 
Is Herel 


Mid-Air Virtuai Reaiity Controi 
Revoiutionary Soiid-State Sensor Technology 
Most Precision Control On The Market 


BONUS 

Cool CyberStuffT^^Tote Bag 
with a Game CD 


INGRAM 

[MICROj^ eledronks^fej/ boutique. 




im. 

oisTRintjnNO 


COMPI 


For more information, visit CyberStuff Corp. at: 
www.cyberstuff.com 
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» HAPPY ENDING BUCCANEER uses the familiar splash- 
I page victory screen. 

"I LOVE TO SAIL IN A PLEASANT GALE 
ACROSS A DEEP AND BOUNDLESS SEA." 

Still, (he ship-to-ship (tictical battles are more 
interesting than those of PiMi'ES! The 3D ships 
really mailer as you try to lake the wind gauge on 
your foe and put liis ship under your lee in order to 
sail faster. Tlie wind shifts realistically and offers an 
extra challenge: You have to watch the direction in 
which your flags are flying. Tlie graphics shown as 
the other ship takes damage provide better cues for 
how the battle is going than those in PiRATES! and 
slightly more than those in Hich SLv\S Trader. 
This will save you from sinking ships that you 
intended to batter and board. 

Frankly, its good that the ship-to-ship battles 
work, because that’s all there is to the multiplayer 
game. You can connect with one other player by 
modem or serial port, three others by LAN or 
T'CP/IP. Yougel to choose from the six ship types, 
but you’d have to be really good to try a flute in this 
quick-combat mode. 

Sadly, BucCANr.ER doesn’t feature different types 
of ammunition. You’re stuck witli round shot — there 
is no sign of gra]3eshot or chain shot, fortunately, 
however, the game doesn’t simulate fortresses using 
healed shot, so siiips don’t catch fire quite as easily. 

Tlrere are a few' nice touclres. Fortresses, for exam- 
ple, are lough enougli that you will gladly fool them by 
fl\'ing a foreign flag instead of your ])iratcs flag wIkucv- 
cr)-oii can. Flying a foreign flagwll allow you to .sneak 
into [)nrt, sell your cargo, and restock the ship —unless 
you liave achieved such notoriety with the country 
controlling the port tliat they recognize )our ship on 
sight. Of course, knocking clown the wails of the 

fortress with cannonballs is 

both more satisfying and a 
bijger visual [Duyoff. 

Butin tlx; end. Buc- 
caneer prosidcs far too few' 
of those payoffs, (t is tnic that 
in BucCAiNEKRyou don’t 
meet tlie fate of tlie pirate in 
Ihc sea chantey. You lose your 
men, but you get another ship 
to try' again. Problem is, you 
probably won’t want to. 


^APPEAL: Swashbuckling fans 
with iots of patience. 

^PROS: 3D ship-to-ship battles; 
campaign backgrounds add 
interesting 
elements. 

^COHS: 

Abominable 
interface; terri- 
ble conversion 
to PC. 
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Price: S34.95 
Minimum System 
Requirements: 486/33, 
Windows 95, 16MB 
RAM, 9MB hard- 
disk space, SVGA 
graphics; supports 
Windows-compatible 
sound cards. 
Multiplayer Support: 

None, 

Designer: Smart 
Games, Inc. 
Distributor: 
RandomSoft 
New York, NY 
(800) 788-8815 
www.smartgames.com 
Reader Service #; 343 


It’S Puzzling S 

Puzzle Challenge 2 Is the Best Bunch of Brain-Busters Ever 



by Charles Ardai 

ntil the summer of 
1996, most people who 
weren’t die-hard puzzle 
freaks thought of puz- 
zle collections as the 
lowest form of comput- 
er game, 'Ihis was 
because puz.zle collec- 
tions, w'ith a very few 
exce[)tion,s, were dread- 
ful little things, assembled with a mini- 
niuni of care for presentation, playability', 
novelty, or anything else that might lead 
to player satisfaction. 

'Ilicn, along game Smart Games with 
its Ci-l-UJ.ENCE I. Tills breakthrough col- 
lection puzzle featured intelligent, s aried 
puzzles, designed to meet the needs of 
beginners and experLs alike — and was as 
close to endlessly replay'ablc as any 
gamer could want. Tire inevitable s|5inoff 
lilies —Word Puzzles and 
STR.\rAj,\MS— were nice games, but they 
were merely variations on themes from 
Cl l-\Ll.ENCE 1, leaving real puzzlemcis- 
ters wanting. Well, the wait is o\er; 20 
new puzzles, neatly wrapped u[> under 
the Puzzle Cil\llenc:e2 title, should 
hit I he .stores iustin lime for Christinas. 


SOMETHING OLD, 

SOMETHING NEW 

Fans of Cl L'\li,ENCl‘, I will feel right at 
liome here. Tlie bouncy music and lively' 
graphic design arc tlic same as esei^ only 
tlie icons representing tl)e indi\iduiil puz- 
zles are new. No indiv'idual puzzle type has 


been repeat- 
ed, although, 
on a broader 
level, you still 
have a couple 
ofword puz- 
zles, a couple 
of numerical 
puzzles, a cou- 
ple of spatial 
relationshi[) 
tests, and so 
on. Many of 
the puzzles 
feel brand 
new, such as 
Minor. Minor, in which you base to fill a 
grid with reflecting and beam-splitting 
mirrors and angle them just so to carry a 
beam of light fiom an emitter to one or 
more targets. Others are more familiar: 
LeapFrogLs really just a hea\'ily disguised 
\ariation (though a greatly enjoyable one) 
on Marble Jump from Cl IVLULN'CE 1, and 
/ce/-/o(iseisa friclionless version of tlie 
original game’s Warehouse. 

E\'ery player will have his favorites. 
One CGWeditor found iiimself quite 
taken with Polf, a combination of pool 
and golf in w'hich you use 
cue sticks of various weights 
to sink shots on a golf course 
filled with sand- and water 
traps. 1 fell in love with Say 
\%at?, a jigsaw- puzzle in 
which the pieces you have to 
fit together are tiny audio 
sni])pets that combine to 
form a familiar speech or 
piece of cla.ssical music. 
'Ifisia buffs w ill enjoy Gates 
ofTrhia, the Smart Games’ 
spin on their fas'orite pastime 
(closer in spirit to Jeopardy! than to You 
Don't Know Jack), and fans of word- 
play will devour IlsA a particular- 
ly choice bit of cryptic crossword-stylc 
clue solving. 

In this .stellar package, not every .star 
shines equally' brightly'. I could ha\'e died 


hai)i)iiy w-ithout seeing another version 
of Tangrams, the Chinese shape-build- 
ing cia.ssic, but Smart Games has robbed 
me of my chance. However, it has more 
than made up for that by the quality of 
the other puzzles and the panache with 
which it has pulled off this truly satisfy- 
ing sequel, Wliere else will you find a 
rc\’erse word search (the grid is empty, 
and y'ou have to fill it with letters), much 
less one in which the words you have to 
insert are from the morbid first sentence 
of Albcil Camus’ existentialist novel 
L'Eirangei? (“Mother died today, or 
maybe it w'as yesterday- 1 can’t be sure.’’) 

No, this is brain food of a very high 
order, caviar for the cranium. If may 
not make anyone smarter, but, by- 
heaven, it will make a lot of smart peo- 
ple happier. % 


^APPEAL: Those with limber 
brains and a taste for ingenious 
puzzles. 

^PROS: Hundreds of puzzles in 20 
new categories, the best of which 
are irresistible. 

►CONS: Some 
puzzles are 
more variants 
than really new; 
the “You have 
won!” screen is 
bigger and 
more irritating. 
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ELLIOTT CHIN ACTION 


Why You 
Should Care 

Do Stories Matter In Action Games? 



think QuakIL will be the 
zenith of the jnin-packecl, 
adrcnaliiie-puinping action 
game, the kind that relies 
solely on awesome tech- 
nology and grajihics to win 
favor, Qu\KE had that 
intangible quality that 
saulted it over other action 
games; part of it was its 
inspiring 3D engine and atmosphere, the 
other part was its addictive miiltiplay. I'br 
the single-pla>'er experience, though. 1 
tliink action giimes have readied an 
epiphany, lliings must change soon, and 
I think in Ji'lDl Knigi rr and I iiMlN II we 
are seeing the baton being passed in the 
action world, from the sensory overload 
packiige to the more compelling, stor}- 
driven experience. 

“\Vliat a minute,” }Ou might be say- 
ing. 'TIfxen 11 and JKDI fCNiGin’are 
both stor)'-driven, rolc-plaving-like 
action games.” However, without tiding 
to diminish the excellent artistic work at 
Raven and id, 1 think ji^Di is a shining 
example of a stoiy-drivcn shooter, while 
II, by not getting evciy'thing 
rigiit, show's you what not to do wlicn 
)'ou'rc trying to meld story and gameplay. 

Wdiat set me on this contemplative 
path on tlie future of action games w'crc 
111 )' gaming choices over the [last few 
weeks. To be honest. I’ve been 
immersed in a variety of games, but 
what I’ve been playing most arc FlN^M, 
Faviasy VII on the PlayStation (doii’t 
tell our Editor-in-Chieforl'ii get fired!) 
and ) HDI Knigi IT on the PC. both 
games, especially FIATI, have great sto- 
ries that unfold bit by bit, as if they w-crc 




movies. 'Idiese games have been inonopi- 
olizing my time, despite the fact that 1 
\ er)’much wanted to play l ltXEN II 
because of its fantastic artwork and 
QU/\}Ci'i heritage. 

THE VANGUARD 

'I'hc more I tried to play II, 
though, the more I turned to JiiDi 
Knigh'I'. 'Flien it hit me. Wliile I li'XiiN II 
has great graphics and some incredible 
pii/.zlcs, 1 just didn’t care enough to keep 
booting up the game. On the other 
hand, Jl-DI Knigi IT, w'hich to my eyes 
doesn’t look quite as good as Ht':\I'',N II, 
compelled me to return again and again, 
with its slorv’and tantalizing promise of 
learning I ’orce Powers. In a nulshell, 1 
cured about playing ]EDi, and I didn’t 
care about Mot,n11. 

Why did I care? First, 1 was role-pla)'- 
ing the main character, Kyle, and he had 


a stor)' to be told, one that unfolded the 
more I played. By creating a story, 
LucasArts has made J EDI a must-play 
title on three lc\'els: in the general sense, 
on a [ler-mission basis, and on a personal 
(playcr/character) level. 

/Ml you learn in the beginning is that 
the dark Jedi Jercc is after the Valley of 
the jedi, and that this is somehow' con- 
nected to your father’s death. Tlic more 
time )’ou invest in the game, how'e\'er, 
the more you learn about your character 
and his story. Cut-scenes reveal key plot 
elements, and the missions themselves 
are tightly interwox'en into the story. 

In addition to uncovering more of the 
stor)', 1 play |EDI to im[)ro\’e m)' charac- 
ters abilities. Wlicn I Icam a Force 
power, it’s a big event because I am 
learning an ability that directly affects 
the gamepla)'. I can jump farther, to pre- 
viously unreachable areas; use new 


In Jedi 
Knight and 
Hexen II, we 
are seeing 
the baton 
being 
passed in 
the action 
world, from 
the sensory 
overload 
package to 
the more 
compelling, 
story-driven 
expe- 
rience. If 
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offensive powers on enemies; and heal 
myselfwhen lieallh packs are nou'hcre lo 
be found. 

On a per-lcvel basis, 1 [jlay each niis- 
.sion not i)ecausc I need lo kill all llie 
nionslcrs and find the exit, but because 
there is a story-driven reason to do so; 
finding a droid, decoding a disc. 
Iksically, having a reason to play a level 
is aK\'a)’s belter than not having one. 


1 h':xi',N II is in direction, 'lliere is nuich 
to do in the large levels, but the game 
offers you little direction. In you get 
direction via mission briefings, but in 
I ll'XI'.N 11 you sim[5lyspavvn in a new 
level and arc challenged with finding the 
exit, 'Ihere is nothing inherently wrong 
with this t)pe of game])lay, but there’s 
nothing too compelling about it either. 

On the role-playing front, while 
Mfxkn Il’s different character classes are 



THE OLD GUARD 

lfjl':i^l is an example of how to make a 
game compelling with story and loie- 
playing, 1 II is a good illustration of 
a game that falls .short of that goal. 

I-It'^tl'iN 11 has the role-playing ele- 
ments and great puzzles, but it has no 
overriding story to tie it all together. Tire 
storj' is there only to serve as an intro- 
duction to the game. You don't care 
about your character because you’re just 
a walking wca])on-rack wiiose sole mis- 
sion is to mn through the levels until you 
find the end boss. Nor dt) you Icam more 
by playing more. In II, jini get no 

sense that you are making progress. 
People will keep returning to a game if it 
rewards them regularly throughout the 
gameplay. JEDI Knigi li cloes this well— 
with its cut-scenes, mis.sion briefings, 

summaries, and unfold- 
ing story— but 
1 II doesn't. 

Another area 
w'here the lack of 
a binding story 
hobbles 


a nice touch — especially in multijjlay- 
er— in single-player, your character 
never grow's enough to feel as if he is 
embarking on new paths of discovery. 
You remain e.sscntially the same charac- 
ter with a few' more hit [joints. 

By lhe.se comments, I don’t mean lo 
say that HesLN II is a bad game. It’s pret- 
ty good, but because of the great dispari- 
ty in the narrative experience, it just isn’t 
in the .same league as jEDl Knigi fl'. 

OTHER EXAMPLES? 

Some of the most compelling games 
of the [jast year — Oirri aws and 
lN'n':iiS'IATli: 76— are also story-driven. 
Tliese were games that had mcdiocre- 
to-good action, but [jresented dccj) sto- 
ries and goal-based missions to htjok 
gamers. In both these games, you felt 
immersed in the universe and eager to 
continue playing to learn more about the 
story. iN’l'ER.S’iAn': 76 did a successful job 
with its goal-oriented missions, which 
made you feel as if you had a role lo play 
in the universe, Tbu weren’t there [ust lo 
kill, but to make a difference in the 
world, whether it be saving school- 
children fi'om auto-villains oi' racing 
to find— and Siive— a friendly gas 




station. Oi/il AWS did a fanla.slic job of 
piquing your interest aird conrpelling 
you forward with its spaghetti Western 
theme, plot, and music. 

It isn’t story alone that makes a game 
great, because OUTbWVS was otherxsise 
a mediocre product. But when in-depth 
story' combines witli excellent level 
design and immersive gameplay, as in 
)ED1, you gel that ultimate action game, 

WHAT DOES THE FUTURE HOLD? 

Aside from Jlf,!?!, where’s the jrroof that 
the best aclioir games are moving toward 
thatstory'-ciriven goal? 

Z;ick Nonnan, lead dc,signer oir 
iNm'Jts'iAiE 76 and MI'ChW/MUUOR 2, 
agrees that story-telliirg makes a better 
game; “llxirc arc any number of w'ays to 
immerse the user, but story probably 
happens lo be the most compelling one. 
lliere will ahvays be a [jlace for dispos- 
able ex|>ericnces [such as Quaki-; and 
HrXKN], Personally..! prefer to play 
games that have namitive. 1 don’t think 1 
could make a game that doesn’t contain 
story and 3D characters,” 

Other game designers agree. Ritual is 
making SiN mission-based, with specific 
goals [ler level, and will attempt lo offer 
an unfolding story as well. DAitOXiANA’s 
designer, John Romem, has also been 
very vocal about making it a story-driven 
game. You can also bet that LucasArts 
action games will continue to have 
strong stories, as will Acth'ision’s in-housc 
games, such as the iN'IliRSTATC and 
M|''A\^' Gear franchises. Even id is trying 
to add a few in-gamc cut-scenes and a 
story to QU/\KJ:', II. 

As Nomian says, there w'ill alway's be 
a place for games that offer instant grati- 
fication via strjighl-u]3 action. Tlie 
games that will earn a place in gamers’ 
hard drives as classics, though, \\'ill be 
those with deeper stories. Tlicsc will be 
the games that lure jjlayers along, using 
the [jromise of more story, information, 
01 ' deeper character growth, as the 
enticement. By doing so, and by making 
the gamer’s progress translate into tangi- 
ble results, action developers will finally 
make tlicir audience care about charac- 
ters and about w'hat they play, ‘t 
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2 COMPLETELY NEW ENEMY'IMMERSED EPISODES 


WHO WANTS SOME MORE WANG? 


Look For It 
Everywhere 
In December 
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A b4iff]ing string of horrific serial 


murders. A shadowy brotherhood in 


pursuit of unimaginable power. 


An unholy ritual revived from the dark 


and distant past. This is Block Dohlia; 


America’s most sensational unsolved 


murder case, now a haunting adventure 


of occult mystery. 


From the craitors of Ripper, n siipvrh sloryliuv inspired by nclnal events. 

A stunningly rendered, oniozingly real 3-Diniensional gnntc world that . 
includes over 70 locations on livo continents. 

More than 60 challenging and seamlessly integrated puzzles. 

A nniijue interface which immerses yon in the ultimale adventure game experience. 
An outstanding cast of professional actors starring Dennis Hopper, 

Tcri Garr and Darren l-liker. 
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Introducing Chessmaster 5500, the latest in the award-winning software line for the chess-obsessed. Thanks 
to patented Illustrated Voice Analysis, Chessmaster 5500 doesn’t just play you, it tall<s witli you. Get detailed tips and advice 
from the Chessmaster himself. Hear International Master Josh Waitzkin analyze his favorite games. And watch the 
Chessmaster ponder thousands of potential moves in the new Visual Thinking Window. Interactive tutorials and difficulty 
settings that range from beginner to expert make Chessmaster an excellent mentor and worthy opponent for any skill level. 


( HEREFORD TO FIELD EIGHT. 

EWE TO TRACTOR SEVEN. 

RAM MATES EWE. 


InSt3.nt 3.CCCSS to dicssmastcr Live. By linking to chessmaster Live through Chessmaster 5500 
you can play others from around the globe 24 hours a day. Compete in on-line tournaments. Improve your game 
with brain-teasers, tips and advice columns from Grandmasters. Even challenge and chat with friends. With 
thousands of games played daily, Chessmaster Live is the most popular chess community on 
the Internet. For more information and the name of your local retailer, call 1-800-234-3088. h i n d s c a p r 



www.chessmasfer.com 


CIRCLE READER SERVICE ItlSO 



...YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS... 


Stone -GrpW-> : Where did DW's Banshee go? 

JT Chance -GrpW-> : It shredded my gyro! 

I'm out! DEAD! 


Stone -GrpW-> 


I'm gonna need help 
- who’s left? 


HELLO? 


AA U LTi P I..A.YE R 



CAMESflXtM, 


SDLiRBbS" 

www.multipUiyerbattletech.com 


— $9.95 MONTHLY— ONE PRICE, ALL GAMES, UNLIMITED PLAY-FIRST MONTH FREE — 

CIRCLE READER SERVICE #238 

Multiplayer BallieTechrSolaris is a trademark and BattleTech is a registered trademark of FASA Corporation. K E S M A i jjSZC|C^C| 

Used under license. GameStorm is a trademark of Kesinai Corporation © 1997. All rights reserved. S T u o i o S" — 



DENNIS MCCAULEY • SPORTS 


Let’s Get Small 


Overloaded, Overhyped Sports Games Got You Down? 
These Smaller Games Instead 



ince most 
I issues of 
CGiyfind 

I this space 
I filled with hot 
I nett's, juicy 
I gossip, and my 
' osvnshoot- 
j from-thehip 
opinions on 
sports offerings from the indiistiy’s big 
dogs, I’ve made a New Year’s resolution 
to give the little giiy^ a chance. Now, it’s 
onl)’ natural that I get to ramble on each 
month about the likes of EA Sports, 
Siemi, Accolade, ABC Interactive, 
Acclaim, and Microsoft. After all, 1 like 
to rant, you like to read, and they're the 
major players who sell the most — and 
the mo,st popular— titles. But keep a 
place in your heart, and occasionally in 


together the first Apple computer in a 
garage nearly two decades ago? 


LOW BUDGET 

I know what )ou're thinking, Wh)' 
ttould anyone pass up a loud, glitzy, 
action-oriented sports game in favor of 
some text-based stat sim hand-distributed 
by a guy wlio woiks out of a spare bed- 
room? Well, you’ve answered )our own 
question. Some of us don’t like ours]X)rts 
glilzj', loud, and action- (read: arcade-) ori- 
ented. And tt'ho says a guy in a spare bed- 
room can’t have an idea alrout how a 
sports game should work? Don’t forget 
those two guys named Steve. 

'Fliere are, of course, other good rea- 
sons why some gamers prefer the small 
releases over major titles. Reason No. 1 is 
a medical condition recently identified 
by the Centers for Disease Control as 


Upgraditis. Symptoms 
include turning green at 
the thought of .spending S3,000 for a 
gaming system that will be obsolete 
ttdthin two years. You can administer a 
safe, easy, home lest for this condition, if 
you’d rather go undertt'ear shopping 
with Marv Albert than replace your pre- 
sent .system, you’ve got upgraditis. See 
your doctor and immediately discard 
those lingerie catalogs. 

Mowever, I don’t mean to imply that 
you have to be sick in some way to enjoy 
smaller sports games. As a matter of fact, 
quite a few w-arrior types opt for stat- 
based sims. Road warriors that is. Deal- 
closing, laptop-toting corporate gun- 
slingers by day, after dark they lake their 
pleasure where they find it — in sports 
gaming. Text- and stat-based sims are a 
perfect fit for folding computers, since 
even the higher- 



bit players of the 
gaming world. After 
all, what would you B| 
and I be doing for H! 
fun — don’t answer HI 
that— if two guys 
named Steve 
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[iliHil! 

Ai j |H , 1 won't wow you with its graphics, but the 


end laptops arc 
beginning to balk 
at the 3D accel- 
eration require- 
ments and e.\ces- 
sivc demands for 
haixi-drive turf 
made by the 
new er sports 
titles. Microsofts 
upcoming 3D 
B.ASlrtt/XLL, for 
example, insists 
on a 3Dfx video 
card. Wlio’s got 
one of those in 
their laptop? And 
Accolades 
LecI';nds 
Foairt/Ui. ’98 
consumes 125 
megabytes for a 


iiif 

you'd rather 
go underwear 
shopping 
with Marv 
Albert than 
replace your 
present sys- 
tem, you've 
got upgrad- 
itis. p IP 
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SPORTS 


DENNIS MCCAULEY 


basic installation. As Jeff 
Go!cll)lum said in Jiir.issic Park, 

“Tliats a really big pile of . . . But 
it’s especially so on the crani])cd 
hard-drive of a la|)lop. 

ACTION, JACKSON 

Back in the Cro-Magnon era, 
when home computers were just 
a line in a scicncc-fiction novel, 
sports gamers had to settle for 
cani-and-dice-based football 
sims. In those days we wished for 
a game that would manage the 
stats and the rosters for us, and 
autoplay all those boring Saints 
vs. Falcons g;inie,s. We didn’t 
know it then, but AcilON PC 
from Dave Koch Sports w'as the 
game we were dreaming about: a 
stat-based sim that covers both 
the latest NFI, season as well as a 
healthy smattering of past cam- 
paigns, Lately I’m having a blast 
witli the 1972 season disk, trying to 
match the perfect 17-0 record compiled 
by Don Simla’s 11 Dolphins, 

A flexible program, AcnON PC will 
.sim the games or allow you to match 
wits against the computer. Its AI makes a 
reasonably good opponent, and there’s a 
fair number of play options on both .sides 
of the ball. The game’s roster manage- 
ment sj'stem allows for trades, waivers, 
and player editing. Play consists entirely 
of calling fomialions and ball carriers, 
and watching as the computer generates 
results by moving the pigskin along a 
small football field at the top of the 
screen. While its not MONDAY Nici re 
Foo'imll '98, Action PC docs have 
some nice touches. In league play, for 
example, it infomis you when new 
records are set during grimes. Perhaps 
most impressive in a stat sim, cjuarter- 
backs occasionally throw to secondary 
receivers, a trick that some of ACTION 
PCs bigger brothers have yet to learn. 

As good as it is, you have to wonder 
how' A ction PC and its .small-time 
brethren manage to survive on mail- 
order and word of Net. Surprisingly, 
designer Dave Koch told me that sales of 
his game have been steady, and actually 



WHEN WE WERE KINGS Relive the glory days of boxing in APBA Pro Boxing for Windows, a 
text-based boxing sim that focuses heavily on the strategy of the sport. 


show a slight yearly increase. Mow does 
lie compete against the M;\ddi:ns and 
the Froni' PacI'Is? '1 hats easy'. Me 
doevsn’t. Gamers who opt for Action 
PC like it just the w'ay it is. 

“My customers plead with me not to 
have little guys running around in the 
game,” Koch say^ with a laugh. 

Although Action PC is DOS-based, 
Koch is toying with a conversion to Win 
95 for upcoming editions. Such changes 
arc big issues in small-game land, howev- 
er. 'Ihe learning curve for 32-bit code is 
steep, and Koch mns two sports apparel 
.shops as his main occupation. So why 
docs he do it? Can you .say“labor of 
love”? I knew that you could. Other 
small choices for football fans include 
APBA’s Pro Footbai.i , i'or Windows, 
and Lince Maffner's 3-IN-l FoOiltALL 

HOOP IT UP 

With hoop season starting up, I’m cxcit- 
ecil}' w-aiting to see NBA Ll\'E 98, but 
when it’s time to get small, 1 turn to Strat- 
0-Niatics B.-vskior-mj, 4,0, Cactus 
|j:agues Pro B;\SKF:i15A1 J^or Lance 
I laffners CouRTSiDt; Coi.i.e:gI'; 
B.asrhtraij., Strat-O-Matic'sgamc is a 
biand-nevv version, wliich includes the 


’96-‘97 NBA season, along with a healthy 
set of utilities to swap or create ])layers. 
S'lRA'i-O-N'Wnc B.’\skI':irai.I. 4.0 employs 
the .same DOS-ba,scd interface that the 
company fonnerly used in its biiscbali 
game (which has since migrated to Win 
95). It ain’t ])rett}', but it does ])rovide a 
frainewntk for Strat-O-Matics realistic sta- 
tistical engine. S'IRM-O-Maiic rates NBA 
[layers in 10 distinct offensis'c and defen- 
sive categories and allows ytiu to manage 
strategy, fatigue, and lineup dccisions. 

RINGSIDE SEAT 

Gamers who fed lire need to reach out 
and touch someone may want to consider 
APBA Pro Boxing i'or Windows. Tlic 

“sueet science” has been losingly detailed 
in this sim, which nol only' lets you match 
your favorite fighters, but allows you do so 
at different stages in tlx;ir careers. Pick fix' 
wcigiit cla.ss, the comer men, the referees, 
and even tlx location of tlx bout. Ihng 
fans will lo\'e the opportunity to create an 
all-time (oumaincnl. Joe Louis vs. 

Fvander 1 loMield? Go for it! If you lo\’e 
tlx strategy of boxing and don’t mind a 
relative lack of visual slimuli, this one is a 
wiiuier. About tlx only tiling nii.ssing is a 
bite rating for Mike ’ly«on. S 
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JEFF GREEN- 6RHNSPEAK 


Desperate 

Hours 

Or, Why Winning at Computer Games 
Is More Important Than Life Itsetf 


D ain a man uitli a mission. 

Its a simple one really, but 
one tliat obsesses my wak- 
ing hours and haunts my 
dreams. Tliis is my mis- 
sion; I want to kick 
Features Editor Denny 
Atkins butt in a multiplay- 
er game of Age OF 
Empires. 

I know, I know— 1 could have loftier 
goals. I know there are more important 
things to worry about. My daughters 
education might be one, 1 guess. Tliosc 
land mines in Bosnia. Global wanning. 
But 1 can’t help it. E\'er since Denny 
began cleaning ni)' clock in Age OF 
EmpirI' S — regularly, soundly, and with 
cold, warriorlike precision — I've been 
longing for the moment when 1 could 
c>iact my revenge. And, look, my kid is 
onl)’ three anywa}’. 'Iliat leases her 1 5 
long years to leam how to talk and read 
before she has to enter the workforce to 
support me. So stop judging me. 

Tlie funny thing is, before 1 came to 
Computer Caming World, I never con- 
sidered myself to be very competitive. 
Rirt of the reason is genetic. Despite ihc 
fact that I'm CGWs sports editor, 1 am 
not — to be completely honest — very 
good at actual, real-life, phj'sical sports. I 
blame thi,s mainl)’ on my mother and 
father, wlio bestowed upon me tlic DNA 
of your prololyjjical skinny, droop-shoul- 
dered, Yes-l’d-Be-Mappy-To-Give-You- 
All-My-Lunch-Moncy wuss. 

Here’s how bad it was. You know how 
some people like to complain that they 


were the last person picked for team 
sports when growing up? I wasn’t even 
that guy. I was lire guy a//er that gu)'. Tlie 
leftover who ends up on the second 
team by default, after tlie first team 
makes the final what-difference-does-it- 
make pick between the only two people 
left — the two hopelessly uncoordinated 
future marching band members. (1 
played the trum]3et.) 

1 wasn’t exactly thrilled to be that 
guy, but there was one guy 1 wanted to 
be even less. Because I wasn’t particu- 
larly good at sports, I channeled my 
energy into pinball and video games. 
One of the defining moments of my 
youth came when 1 saw a grown man 
cry over a pinball machine. It was at 
the Silverball arcade in Berkeley, the 
machine was “Tommy,” and this 
pathetic 30-year-old WTetch was actual- 
ly shedding tears— cursing and hitting 
the machine — because the game 
wasn’t going liLs way. 

This, 1 thought, is a sign. Tliis is some- 
one telling me something. Don’t be that 
guy, Jeff. Stop now. It’s not that impor- 
tant Then 1 promptly got $5 worth of 
quarters, marched over to Missile 
Command, and played until the pimply 
faced clerk who ran the place told me I'd 
have to leave if 1 wouldn’t stop banging 
on the machine. 

Today, I wouldn’t dream of banging 
on my machine; computers don’t tilt, 
and tlieres nothing much worse than 
getting on tiie bad side of the fierj' domi- 
natrix from our IS department. But, I 
have to admit it: my game lock— my 




1‘he rambling'^ 
(.;f a CG-W 
madman. 

Blah blah 
blah bia 
blah bl 

utter fixation to beat 
whatever game I’m currently playing— 
is as strong as ever. I’m a grown man 
who can’t stop thinking about games. 

Bight now, it’s AcE OF Empirics. On 
the train, at home, at my desk, my brain 
keeps swirling with thoughts like: How 
does Denny— that ffeakin ' flight sim 
geek— keep getting to the Iron Age 
while I'm still fulzing around with cave- 
men??? He must be cheatingll! I can’t 
stop thinking about this stupid game. I 
walk around in public, oblivious to the 
world around me, saying“erectus" and 
“hommus” out loud, working myself into 
a rage over the idiotic 50-character pop- 
ulation limit, and of course, scheming 
about how to crush Denny the next time 
we play. 1 study the game’s growth chart 
like a desperate fool — looking for the 
key that will ensure my future victory. I 
hear the dmms and attack horns in my 
dreams, and have nightmares about 
being .stuck in the Stone Age forever 
because I can’t find any food, while 
Denny, in the meantime, is researching 
rocket science and nuclear power and 
has begun inhabiting other planets. 

Somebody help me, please. Hommus. 

I'm serious. Erectus. I have gime lock 
Abadakus. It’s begun to take over my life. 

Erectus. I’m afraid I’m losing my grip. 

Hommus. Momm}'. . . . *& 

Wdiat Jeffdoesn't realize is that '^hiJe 
he’s ftnallyleamingACE OF Ei\ IPIRES, 

Denny has already moved on to TOTAL 
Anniiiiia'IION, where he plans on humili- 
ating Jeff all over again. You can send }our 
condolences to ihgreen@zd.com. 



jdll How 
does Denny— 
that freakin' 
f tight sim 
geek— keep 
getting to the 
Iron Age while 
I'm still futz- 
ing around 
with cave- 
men??? PIP 
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ORKS! 


Join Humanity’s Last Stand In This 
Epic Battle For Survival In The 


\lOLI?fK^ 




41st Millennium! 


^1^ WINDOWS^- 95 CD-ROM www.warhammer.ssionline.com 
TO ORDER: Visit your retailer or call 1-800-234-3088 
p-SijsJ (USA 8e Canada) with Visa or MasterCard. 

Call 1-800-771-377S for Game Rating Information. 


WORKSHOP® 


► Set in the Wahhammeh® Epic 40,000 universe by 
Games Wokkshop.® Features the armies of the 
Imperium of Man and the Space Ork Horde! 


► Command a vast army and wage turn-based 
war on the battlefields of the 41st millennium! 


► Campaign play features over 30 scenarios and 
20 minutes of live action video. 


► Comprehensive encyclopedia covers the forces 
of the Warhammbh Epic 40,000 universe - which 
includes over 100 unit types to select and control! 


► 4-player support via TCP/IP, IPX , and modem. 




DENNY ATKIN • SIMULATION/SPACE 


Sim Year in 
Review 

In 1997, Flight Simulation Had Its Ups and Downs 





stheye;irclra\vsloa 
close, its lime to 
look back at tile 
yearinfliglitsims 
andscewbodid 
tilings right— and 
vvhoblcvvit.So, 
(daimroll, please)! 
lierebj'announcc 
lliefirst-cverEaglc 
and Buffalo Awards for Might Simulation. 

'file F-15 Eagle is still a premier air-supe- 
riorit)' fighter more than 25 years after its 
first flight. With an unmatched combat 
record as a fighter (96.5 kills with no air-to- 
air lo.s.ses), enviable perfomiance as an at- 
tack[)lane,and sleekgood looks, its a clear 
example of a top-notch design. Sofortlic 
companies who set tlieixirformance stan- 
dards, we [jresent the Eagle award. 

'Tlic unwield)' Brewsler 1*^ Buffalo, oi i 
file otlicrhand, vvasama.ssi\e failure for tlic 
/\]lies,pro\'ingoniymarginallvmorceffec- 
tiveatacrial combat than its furry, grounded 


EAGLE SOARING You’ll get your chance to see how the 
F-15 Eagle became king of the air combat hiii early this year 
when Jane’s F-15 is reieased. 


namesake. Sotlic Buffalo 
awarrls go to tlie folks who 
just didn't c|uite gel it right. 

FLY LIKE AN EAGLE 

An Eagle to Micro Prose 
for holding focus groups 
w'ilh a variet)' of simulation 
fans to make sure that the 
long-delayed E\LCON 4.0 
will siitisfy gainers’ desires. 

Even ifimplcmenting the 
grou[Js' in]iut makes tliesim 
take a little longer to finish, tlie 
delay will be worthwhile ifitre- 
sullsinabettcrgame. 

E,aglesgo to DID, Mission Studios, and 
Empire Inter active for releasing free patch- 
es loadd 3D-card support to EMOOO, 
)t-:rMcirn';iilll,and RtiiNG Coin’s. 

liagles to N'lrgin/lf.agle In teractii’c and 
Empire/Rowan for bucking lhe“mc-loo” 
trend and doing something original — 
Korean Warsiniulations. 

Another group of 
Eagles goes to Eidos, 
Activision, and janes 
Combat Siniulation.s 
for creating combat 
sinis which can be casil)’ 
played over tlie Intemcl 
(I'l.’lINGNiCiriMXRivS 

2, EiGi-m^R Squadron, 

andElGini'llS 
AN'inoiDoy) without 
joiningan Intcmet^m- 
ing service. Paying for an 
Internet gamingseix’ice 
should be an option— 
forlhose who want to 


award 


takeadvantage of the latency reduction, 
matchniaking,andotliervaluc-added.ser- 
vices — not a requirement. 

An Eagle to Eric Paiker and the crew at 
Parsofl for creating llic Open Plane 
Intcrfece for FlCI r[VJLSQLi.\t)RON: 
Sc:ri'a\iin’ Demons Oviat Europe,. 

/\llowingo]x;n access to tlic ckitafomiat for 
creating aircraft means that tcclinically 
sawy third parties and end-users will be able 
to create new planes for tlie Simula tion — 
opening llie possibilities for.some really ob- 
scure planes to be crcatedforthesim.(Le6 
give credit w'lierc credit’s due; Microsofts 
M JGITl'SlMULtlDRbaslongailowcdthind- 
jxirly aircraft. However, thatsim no longer 
has combat, and its flight models don’t iian- 
dlehigii-pcrfonnanceaircraftwell.) 

Eagles tojane’s Combat Simulations, 
DID, Eiiipirc,and every otliercxinipany 
that included thick, papernianualswith 
tlieirsimulatioas. Online nianualsare great 
for reference, but are no substitute for paper 
d(x;umentalion. Kudos to pa.st electronic 
manual offenders/\ctivision and Sierra, 


ii An Eagle 
Award to all the 
companies that 
included thick, 
paper reference 
manuals with 
their sims. 99 
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I nteractive Magic has delayed the 
iA-10 Watthog game it 
announced at E3 until late 1998. 
The compa- 
ny's next game, 
which is due 
around May, wilt 
be based on the 
F/A-18 Hornet. The 
: Sim will be built on 
jthe engine used in 
I iF-22, vwth numer- 
j ous improvements 
I based on gamer 


feedback from that game. Of course, 
the new game will feature the addi- 
tion of carrier operations. 


who promise complete pii]}crdociniicnta- 
lionwithlhcir iiix.'omingsiins. 

FLY LIKE A BUFFALO? 

ABuffiilo to the legal goons at 
Lockhccd-iVlartin wlio ivied to make a 
biickat the expcn.se of the gaming indus- 
try by exclusively licensing the name and 
likeness of the i'-22 Raptor to software 
companies, and an lilaglc to the .sensible 
folks at the company who backed dowi 
and promised nonexclusive licensing. 

A Buffalo to FAs Jane’s Combat 
Simulations for relea-singAFR Gold only 
a fewshort months before releasing 
Fici rii:ics Ani'i iolocy. t.lnlike US Naw 
I’iCH'nca.s 97, whicii added new aircraft 
and a new campaign, Al T' G 01 .D simply 
bundlerl Windows 95 ports of AlT'and 
NATO Figi ri'i'iiis, 'Tiiis was followed a 
\ery short time later b)’ the surprise re- 


lease ofFicirn-:R.S/Winoi.OGV.w'hich 
incorporated all the imi^rovcmcnts of 
AIT’Got.D and more. It’s as if FA kept 
FiGlilYRSAN''tTIOl.OGYa,sccrctsoasnot 
to cannibalize ATT GOLD sales. 

A Buffalo to Microsoft for the fan they 
put in tlie Sidewinder Force Feedback Pro 
joyslickThcstickis great, with preci.se ef- 
fects, easj'programmabilit}', and an all-in- 
one design. My only conrplaint from a 
asagcstandjxjintisthelackofcoinpatibili- 
ty with rudder pedals, but there are ted ini- 
cal excuses for that. But desirite its 
qualities,thcSidewinderFFP evaluation 
unit Microsoftsentmesits forlornly on the 
floor gathering dust, used onlywhenl 
want to test force feedback in a new title. 
WliyPTlie noisy fan! 'Hiis thing is so loud f 
can't liear tlic fan in the computer that siLs 
directlybchiiKiit.Thestickhas no power 
switch, so tlic only way to quiet the fan 

when you're not playing 
a game is to reach down 
and unplug the giant 
wail-wart Iransfomier. 
(A bonus Buffalo for 
tliat one, Microsoft; 
checkout the CM 
Force FXs transfonner, 
which siLs in the center 
of the power cord and 
doesn’t blockthrcc 
sockets.) 

Another Buffalo to 
Microsoft for including 
only an online manual 
in FLICiri'SiMUl.ATOR 
98, Tliis ]iackage fails to 



c\'cn include a keyboard reference card. A 
realistic sim should have thick, jiaper 
documentation — nobody wants to slog 
through poorly indexed help files while 
learning how' to fly. 

/\nda final Buffalo to Microsoft for the 
glilchy DirectX. DirectX 5,0 does much 
to make this Aid less painful to install, but 
there are still plenty of problems. Wlien 1 
reported an odd bug that caused 
Wfaidowsnot to recognize a properly in- 
slalled joystick in late Se|)tcniber, the 
company apparentl) hadn’t heard that 
the problem existed. Yet I’d seen numer- 
ous reports of the same problem on the 
Internet eversince DirectXS.O’s release. 
It’s tnic that creating an /\P\ tliat works 
with thousandsof machine configura- 
tions is a daunting task, especially with 
third parties doingthe drivers. But what- 
e\'er the excuses, the fact remains that 
with the need to install DirectX to play 
Windows 95 games, gaming on the PC is 
farfrom the auto-play experience 
M icro,soft claimed it would be. 

A Buffalo k) Apple for its lack of direc- 
tion and fear of competition. Apple has 
been in and out of tlic game market 
more limes that I can count; anyone 
who’s .seen Quakl miming on a 
PowerMac under the Gamesprockets 
API know's there’s plenty of potential for 
Mac gaming. But, for many Mac skep- 
tics, Apple’s decision lo kill Macintosh 
clones instead of trying to compete witli 
them was the final sign that the compa- 
ny’s day is past. 

Anniversal Buffalo to every software 
company w-ho released a simulation that 
required a palcli to address niaior game- 
]ila\'and ]3erfomiancc issues. 

A big Buffalo to the flamers, whiners, 
egotists, and spammers who just don’t 
understand the .spirit of the Internet (not 
to mention basic civility), and w'lio’ve 
made it harder for entliiisiasticgiiniers to 
use the Net as an information resource. 

But lo end on a liigli point, an Eagle to 
every online flight sim ])ilot wlios helped 
a newbie, shared tTouble.shooting infor- 
mation. rcs'iewed a iiot new' game, or 
posted interesting combatsforics on the 
Net and online services. Its these folks 
who still make logging on wortlnvhile.^ 
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so YOU THOUGHT 



SHOOTING DOWN BOGEYS 
WAS HARD. 


frame rates. F/A-1 8 KOREA, offers texture mapped 
3Dfx Voodoo and Voodoo Rush qraphics, as well as 
our own proprietary flat shaded differential 
scan conversion graphics for exceptionally 
fast and crisp visuals. 


/.graphsi 


F/A-1 8 KOREA'S mission creator/editor 
allow you to design highly intelligent missions with detailed instructions for each computer controlled 
player. Dictate the assignments of friendly and enemy airplanes, SAM sites and ground vehicles. 


F/A-1 8 KOREA provides over 90 minutes of multimedia 
training, with diagrams, movies and voice dialog, as well os 
extensive printed documentation written by a former 
Marine "Strike-U" instructor and F/1 8 Hornet pilot. 


A 

S I M U LAT IONS 


'Texiuie mapping requires compolible 3Dlx Hotdwore. 3D[< Inleiactive logo, Voodoo Graphics and Voodoo Rush are Irddematlis of 3Dhi Interodrve. 
CIRCLE READER SERVICE A065 


HIGH REALISM STRIKE 
FIGHTER SIMULATION 


le latest in hardcore realism from the engineers of the 
vard-winninq F/A-18 Hornel3.0. F/A-18 KOREA, 
ings the realism and qualify of genuine military simulators 
your Windows '95/NT4 PC or PowerMac. 


'A-1 8 KOREA is the culmination of over 5 years development 
' a small, dedicated team of engineers and artists who 
ive olways known what if takes to please the discriminating 
immer", Arcade game players need not applyl 


'A-1 8 KOREA features the most accurate avionics and 
ght dynomics of any simulation ever produced, 
ithout compromising game play. 


ilizing the latest 3D lechnologv, F/A-1 8 KOREA, 
able to provide the industry's highest resolutions and 
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Your Source for Ruthless Strategies, Tips, Cheats, and Hacks 
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Twinsen’s Odyssey 

A Wofid-Spanning Roadmap for Activision’s Epic Journey 

by Robert Coffey 

Y 


ou triiimplicd over evil in Rj:;Ll!;NTLli:ss, and you’re filially 
enjoying a well-eanicd break, peacefully awaiting the birth 
of your first child. But adventure seems to seek you out no 
matter what you do, and as Twinsen, tlie hero of 'luinsun, 
it’s )Our duty to answ er the call. Take a look around your 
house and then get down to it. 


Trapped on 
Twinsun? Check 
out this month’s 
CG ROIVI lor six 
saves at the 
toughest puzzles! 


Rainy Days and Mondays 

With Dino-Fly hurt, a fact-finding trip to town (especially the phar- 
macy) is in order. A stealthy recovery of the customer’s umbrella will 
point you toward Desert Island. But don't msh off quite yet, because 
there's more to do in town, such as liberating your tunic from the 
museum. Is there another way to reach those controls? 

Now that you’re properly dressed, it’s time to do something about 
this nasty weather. A series of conversations should have you leaping 
across the cliffs and into llie caves in no time. \bu’ll ha\'e to take the 
long way around to free that prisoner, but start b}- finding a switch and 
experimenting with throwing )Our magic bail at it in different modes. 
Once you off the Iralu, free the lighthouse keeper and lake a stroll 
witli Zoe to the lighthouse. 



Traveling Man 

'Iliere, isn’t that better? But what’s up with these aliens? Well, it's 
lime to fix up Dino-Fly; these Esmers seem okay— for now. Take the 
ferry to Desert Island and look for the healer. Sure, the maid says he’s 
not home but that doesn’t mean there isn't anything there for you. 

Now find Jerome Baldino and get tiiat car part Zoe mentioned. 

Return and give Zoe the part. Someone, somewhere must want that 
Gallic Acid you brought back— find them and get something in 
return. Mead back to Desert Island and Baldino’s for that radio. Zoe 
should deliver your vehicle about now, so pick it up and drive over to 
’^lemple of Bu Park for some darts. Keep playing until you’ve pocketed 
at least 275 kashes. 

Time to find this School of Magic you’ve heard about. Someone at 
the hacienda might know something. Engage in a little bad behavior to 
get to the top of things, then follow the snake channer’s instructions. 
Wlicn )’ou arrive, the front door is locked, but there’s another way in. 
Dodge the blue ghosts and sneak the kcj’ out of the chest. 

Well, it wouldn’t be a school without tests. Tlie first is fairiy easy, but 
finding a flower in the desert isn’t. Once you hear of a likely place to 
look, make like Evel Knievel and return the flow'er to the School. A 

Horn of Healing! Now you can fix up 
Dino-Fly and your little friend 
tra|5pcd in the clam outside. 

Ride Dino-h’ly to the Dome of the 
Slate. Pay dose attention to the sign 
outside before entering the building 
and passing the last test. Fly back to 
Desert Island, get your license, and 
buy a wizard costume from a tras'd- 
ing salesman. Return to the hacienda 
and prepare for a long trip. 

Space Cowboy 

llic alien ba.se is in Temple ofBu 
Park. Redirect the cart through the 
mines, get a key from a chest you 
eventually find, then climb dovsu the 
nearby ladder. V\diack eveiyone in 
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the barracks and lliorooglily search the area. Ignore tlie spaceship and 
head upstairs, kill some guards and get the token from the chest that 
looks like a big, orange golf ball. Get in the shuttle and blast off. 

On tlic moon, don the spacesuit and head to the small isolated 
building. Take the spacesuit off in the airlock (you’ll be doing this a 
few times) then kill some guards. Is that a map over there? Turn all 
the sw'itche.s green, then leave and enter the big building so you can 
free Baldino and his dissident pal. Now. . . run away. 

Someday, you’ll learn how to pilot these tilings. Round up some zli- 
tos from trash cans and barrels then enter the casino. Wlien you’ve 
won a little more than 100 zlitos, head back to the docks and pay the 
old salt for info and a ride. Once you talk to the heavily 
liandagcd salesman it’s time to return to Otringal to find 
Rick. You’ll have to kill the guard to get into Ricks office. 

Since )Ou can't reach the part of the island with the hotel, 
let’s get Baldino to stop whining about that gazogem. 


► chewing the fat Take lime 
out to talk to people during 
your journeys. Not only are 
they chock-full of Information 
but they'll even sell you need- 
ed items. 


face )'Our first assassin —hopping left and right in 
A^nessive mode between shots should kcc]i sou alive 
long enough to off this ape. Get the ke\; go down tlie 
clev'ator and through tlie building, tlien dodge tlic 
Francos while crossing the bridge. 

Welcome to the Island of the Wannie.s. You’ll be 
doing a lot more fighting from here on out — for sclf- 
preser\'ation and to get keys. Ignore the buildings 
and enter the first cave after them. Make frequent 
use of your jetpack while exploring the mines and 
collecting all six gems and the glove you find there. 
Kill the big Wannie for a key to another fragment 
then leave the mines. 

Enter the cave at the end of the path. 
After fulfilling the mole-man's request 
you can enter the chapel and be direct- 
ed to someone who can help you call 
the ferrsTnan. 

After the fern-man drops )ou off at 
the Island of the Mousquibccs, make a 
beeline to the Queen, who’ll demand 
proof of your political position before 
testing your worthiness. When the 
Em)5eror’s forces in\’adc, csca]De 
through a hole in the wall. Kcc]) an eye 
open for gems as you work around to a 
platfonn with a iiasty flying walrus. 
Swat the fireballs back at him and 


The Great Escape 


Going Down? 

Reenter the refiner)' and blast \-our way through the har- 
bor base to the boat bey ond. ;'Vm your laser and prepare to 


G ood thing you rescued Joe 
before— jump the guard that 
opens your cell, free the 
Mousquibee and follow his advica 
Destroy the robot, then flee through 
the kennel to the building on the other 
sida Run through the shuttle terminal. 
Dodge the guards outside (since they 
can easily corner and overpower you) 
and make your way to the tall build- 
ing. Get the token and commandeer a 
shuttle homa 

Esmers and roller-blading Francos 
have taken over Twinsun! Run home 
and talk with Zoa Save yourself a 
headache and use the mon^ you 
accumulated playing darts to claim 
your packaga Before you dash off to 
the Emerald Moon you should break in 


that nifty jetpack— fly your friendly 
Dino-Fly to the island by the hacienda 
and hover in. Slay that spiny goon and 
get the protection spell (it'll help your 
escape). Go to Desert Island and find 
the bell near the harbor. Ride the tur- 
tle to the cave and get the pearl from 
the giarit oystec 

How It’s back to Citadel Island and 
the wizard’s tent Plop the pearl in the 
cauldron for the lightning ring. Enter 
the tavern in town and kill the aliens 
to get a key. Make sure you have full 
magic before going into the basement 
en route to the sewers. The pyramid 
key lets you into the room and the 
lightning spell will get you Sendell’s 
bail and a new level of magic. Ready 
to go to the moon? 
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)’oiril get a ke)’ to another fragment. Now go 
back to the Mousqiiihce ])latfonn.s, climb 
dowTi the rope, and ferry to the l.siand of the 
Volcano for some harrowing jiiinj^s and infor- 
mation regarding the Queens whereabouts. 

Busting In 

l lop on the conveyor belt in the ininc,s to 
go to a packaging room. Smack the guard 
around, then jump into a box, making .sure 
both switches are uj). C’limb the ladder in the 
next room, jump to the nc.xt building, and 
you’ll be talking to Her 1 lighnc.ss in no time. 
Ixiok for a far-off .switch to open the cell, Ihen 
its back to the Queen’s throne room and a 
new a,ssassin. Use the Queens key on her 
thmne and you’re on jour w'ay to l.siand CK 

ihght your wa)’ out and u]). knocking off 
one of tlie guards for a key to the center lower. 
Inside, work ) our wa\' to the Em]5cror. After 
he activates the rockets, use the ke)' to get the 
sword from the tnink — this is the only 
weapon that hurts the I In.s,sar.s, After getting a 
key from the Hussars in the next room, climb 
to the top of the tower to get a shuttle token 
for your escape, 

Mnally— a soft landing, bash your way 
into the Otringal palace then make your way 
through the rooms by carving out a large 
right angle. After another boss momster 
you’ll get the final fragment and complete 


Fuel Shortage 

T alk to the station attendant, then take the water taxi. Look for a low spot 
on the fence and jump into the gas refinery grounds, inside the refinery 
you’ii have to dodge scaiding gas jets white you collect keys from guards 
and lithe ted boxes. Remember, you can use your bait to coilect dropped keys 
from a distanca Once you have the gas, hop the fence using some convenient 
barieis and go into the charming Francn town. 

Buy yourself a pickax and find out why everyone’s digging up town. 
When you find the doggone key that the owi hid, open the Burgermeister’s 
safe for a clue to the missing fragment— find a grassy part of the shore 
and foiiow the note's instructions to dig out the fragment. 



STUNT DRIVER Sure it's a snarzy, gun-totin’ mode of 
transportation. But this all-terrain vehicle is also the only 
way you're going to reach the balsam flower to pass the 
second test of magic. 


widi your arch-cnemy, Witli luck (and 
enough extra lives) you jiusl might 
save yourself, the children, and the planet 
ofTw'insun, % 


the key. f fead to Celebration ksland for the 
big .showdown. 


It Was You! 

All Along! 

Use the key in the temple to 
finally come face to face wilii your 
nemesis, I'ollow the villain by 
jumping from pillar to pillar into 
the cave. Inside, you’ll await your 
toughest adversaries .so far. Since 
the stream of robot elephants never 
ends, avoid fighting early on and 
concentrate on freeing the wizards 
(by clearing Ihe monilor screens) 
and on chasing your rival. Later, 
you will have to kill a few elejihants 
to move into the final confrontation 



In a Maze at the Dome? 


How take the gazogem to Baldino for 
a new, improved protopack. Go back to 
the casino and play the siots until you 
win a key. Inside the locked casino room 
is a gamC'Show host that’s more crook 
than croc. Beat him and his mugger 
buddy to the punch with your magic ball. 
When the new area opens up, use the 
jetpack to cross it, and the subsequent 
ravine, on your way to the hotel. 

Bash the snot^ bellboy, then find 
Johnny Rocket. He’ll direct you to the 
dissidents, who’il give you a nifty, if 
unloaded, gun. To get some ammo, go to 
Celebration Island and work your way 
around tite volcano via a series of chal- 
lenging jumps. Eventually you’ll have to 
use the protopack to jet over to the crys- 
tals. Crack it with your pickax and... 
voilal You’ve got a laser! 






To order: Visit your retailer 
or call 1-800-234-3088 with 
Visa/MC (North America only). 
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Dai1( Reign 

These Mission Maps Point the 1/1/ay to Victory 

Dark Reign is a cut above the usual real-time strategy game, with an adaptive Al, true waypoint-based paths, 
and a host of terrain effects. The following detailed maps show you step-by-step paths for victory in two tough 
scenarios— Prison Break and Teron Occupation-and offer general tips for success in any scenario. 

Courtesy of Brady Games Strategy Guides 


FREEDOM GUARD: MISSION 3— PRISON BREAK 


A n [niperioin prison in 
ihcnninhabiicd planet 
is holding 
Commander Jeb 
Radec and several 
other key brccdom Guard per- 
sonnel. We must liberate these 
prisoners and level the com- 
pound, showing the Imperium 
that we will no longer be sub- 
ject to their imprisonment. 

1 Morph your Scout 
into a piece of land- 
scape, then move north to 
spot the guards around the 
first stockade. Follow up 
with Raiders, eliminate the 
guards, and set the liberated 
Medics and Mercenaries to 
High Independence. 


2 Move your Scout 
northward, avoiding 
Imperium Scouts, through the 
clear area to the ridge over- 
looking the next stockade. 


3 Follow to this stock- 
ade with other units 
and sweep down off the 
ridge, taking Imperium guards 
by surprise. Liberate the 
Skirmish Tanks and 
Mechanics, holding your 
forces in a tight group outside 
the stockade. 



After you eliminate the 
“ I rush of Imperial 
Infantry, move your Scout east 
along the northern edge of the 
map. Watch for patrolling 
enemy Plasma Tanks; get used 


to their patterns and move 
while they are out of range. 


^ see the guard; 
of the next stockade. $ 


move your main force forward, 
eliminating the Plasma Tanks 
and liberating the Construction 
Rigs. Build an HQ and Water 
Facility Plant, and guard them 
until they are complete. 
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I iiipcriiiin forces are 
slaughtering citizens 
on’Ieron.wlKrcwc 
have key cox ert 
resources. Assemble a 
force and remoxe the 
Imperiiim from 'Icron, lib- 
erating her citizens. 


1 Keeping the 
Imperium forces 
at bay while you build 
your base is the toughest 
parf of this mission, 
Immediately build a 
Water Launch Facility, 

HQ, and a Taelon 
Generator. Use your units 
to cover the structures, 
focusing their fire on 
anything that comes 
within range. Meanwhile, 
send a morphed Scout 
westward along the river 
banks to spot the bridge 
and'Imperium Plasma 
Turrets. 


2 Have your Skirmish 
Tanks shoot from 
the bank if possible. Don't 
daitiage the bridge too 
much, or you'll have to 


6 Build more Construction Rigs, 

Taelon Generators, defensive Laser 
Turrets, and Assembly Plants, Then assemble 
a large force and move it into the natural 
choke point to the south. 


— 7 Build a Repair Station between 
# your base and the skirmish iine 
you have established in the prison com- 
pound. Set your tanks’ damage tolerance 
to medium and advance closer to the 
prison compound walls, but stay outside 
the Imperium Plasma Turrets' range. Once 
you have the prison entrance covered. 


you can safely deploy Freighters to the 
other water spring, 

8 You will find Jeb Radec in a 
stockade toward the middle of 
the compound. Thin the Imperium forces 
and then rush in a unit to liberate him, 
Jeb’s laser rifle will burn through most 
enemy targets, but he is still vulnerable, 
so make sure to eliminate most of the 
Imperium units near the entrance before 
liberating him. After Jeb is safe, system- 
atically eliminate all remaining Imperium 
units and structures. 


3 After reinforcing your tank pla- 
toon. roll it across and set up a 
skirmish line along the road leading 
north. Add a Laser Turret or two at this 
location to hold it. 


ym Run a Spider Bike into the city, 
^ \ so that the citizens will begin 
revealing terrain to you. Then, when 
you've assembled a sizable force, roll into 
the city and level the Imperium HQ. 
Afterward, you can mop up the other 
Imperium structures, saving the Plasma 
Turrets for last. 
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Imperialism 

Well Make This Overwhelming Game Easy for You 

by Tim Carter 

A h, to be the perfect microniiinager: To 
wear thick glasses, carry a pencil pack, 
and derive ecstasy from seeing the 
trains run on time. Warriors might win 
Empires, but managers make sure the 
conquest isn’t wasted. SSls 
Imper1/\LISM reciuircs warfare to win, 
but you won’t get very far on the bat- 
tlefield without a solid understanding 
of economics and the skills to make 
your economy fly. The perfect iMPi^RIALISM player 
would combine the diplomacy of Otto von Bismarck, 
the military logic of Carl von Clausewitz, and the eco- 
nomic skills of Adam Smith. In fact, it feels like the 
game’s designers had all three in mind vshen they cre- 
ated the model for lMPElll/\l,lSM. 



The March of Progress 

Perhaps the most interesting aspect of iMPEW/UJSM is 
that cver)'thing ha|)pens at once. Unlike in many grand 
strategy games, in which you have ample time to explore the world 
and build your economy before encountering opposition, in 
Imperialism you are in the thick of Ihings from the start. Don’t fall 
into a Civ mindframe, wherein otherwise reasonable gamers attempt 
to make Imperialism ])lay like Ci\'iLiz^\'noN. You must get off to a fast 


Purview Of the Diplomats 


A t the game’s highest level of diffi* 
miity you unit rarely have friends. At 
the normal and hard levels, though, 
you can offer alliances eariy In the game 
and expect some modicum of success. This 
Is almost alvrays a good Idea, as an 
alliance will generally keep hostile povirers 
at bay for a good amount of time K your 
ally drags you into a war, go along with the 
declaration but don’t do anything warlike 
until you’re ready. 

You absolutely must get one or more 
colonies as quickly as possible. Check the 


FOR SALE An ideal first trading partner should be free of competitor’s 
and have a diverse range of raw materials for export. 

.start in all aspects of the game (see the “Quick Start Cuidc’’ sidebar). 

Also, don’t panic when things go wrong. Unlike in many strategy 
games, a single selback here is not an indication of your inevitable 
doom. Cood military ]3lanning can keep much stronger enemies at ba)', 
while a punitive strike or two can turn a negativ'c situation inlo a positive 
one ver)' quick!}'. Also, your economy will 
alw'ays be short of something, and just 
because you failed to secure one trading 
partiier doesn’t mean that tlie s:nnc 
resources cannot be acquired elsewhere. 

Early in the game, you must nish the 
development of your cconom)' at the 
expense of every'thing else. Invest hca\ i- 
ly in infrastructure rather than spending 
money on consumer goods. 


diplomacy scremi frequentiy to make sure 
you are the leading power with each of 
your target countries. Focus your efforts. A 
target power should get tiie following 
tiiirigs, in order consulate embassy, non- 
aggression pact, development, and bribes. 
You should always be a target’s most- 
favored trading partner; even If you have to 
give huge discounts to retain tills status. 

There’s no secret to diplomatic sue- 
cessHust don’t do anything to aggra- 
vate your potential friends and follow 
the logical steps to converting them to 
your cause. 


The Adam 
Smith Company 

Begin trading right aw'ay. Use the 
info kev's in the diplomacy screen to 
discover which minor countries have a 
good assortment of raw materials for 
export and a^ressively pursue one or 
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begin to produce 
inatcriiils indepen- 
dently. a great bonus 
to your ()\'era!l pro- 
duction, Regardless 
of your domestic 
production, you 

should buy every scrap of raw material y'ou can. All of them can be put to good use or stored 
for later consumption. Trading in raw materials is important, and should be limited only by 
your shipping capacity, which you must increase as much as possible. 


P SHIPS AHOY Keep ships, such as these three vessels off Ordune, on 
I the ready to run blockades in the event of war 


two of these countries. You should be able to build and sell 
finished goods periodically, but all surplus cash should be 
invested in your diplomatic efforts. Don’t rush to increase 
the population of your capital city. Rarly in the game you 
will need more money than workers, and it will be useful 
to hoard as much food as possible for the middle game, 
when pressure on your railway network becomes intense. 

If you can spare the 
limber to create 
paper, you may 
want to u[3gradc 
your w ork force. 

Don’t forget to 
build depots or ports 
in every city in your 
empire. As your 
ccononi)’ grows, 
these cities will 


Onto Clausewitz 

WTiile military measures must take a back seat to economic growth, vou have to build a 
few military units to keep the other players off your back. If you arc fortunate enough to be 
an island nation, concentrate on ships. Even if a small deterrent force doesn’t keep the 
peace, a four- or five-ship navy should keep your shores secure in the early going. 

\Vlien you arc at war, check each coastal square each turn to see if your enemies are 
preparing an amphibious landing. Race your ships into any threatened areas, and move your 
land army to garrison threatened provinces. With quick movemcnl a very small force can keep 
a much larger opponent at bay. 

Internal lines of communication are crucial to all defense maneuvers. Keep a single strik- 
ing force in your capital province and zip it around your empire as provinces are threatened. 
Don’t be too worried if a province falls, as there is no pillaging in iMPEItlAMSM, Instead, be 
ready to immediately counterattack. 

If you are faced wth a strong enemy, consider building a raiding force rather than an invasion 
force. On the ocean, the benefits of raiding areobvious — the computer A1 tries it all the time, 
\sith considerable success. On land, build a few cavalry and light artillery and go hunting for 
weakly garrisoned provinces, (Both these units can usually escape in the event that you make a 
mistake or fall victim to faulty reconnaissance.) 

Your raiders should bash whatever militia is on hand and move on as soon as possible. 
Don’t bother to garrison conquered territory— if you could afford garrisons you could afford 
a bigger anny. Often, the computer will be very sluggish in counterattacking, and you can 
impede your opponent’s economic growth for some time. Also, you may end up signing a 
peace treaty while still holding useful territory. 


iinicH start Guide 

I MPERIALISM on the Nigh-On- 
Impdssible level can be intimidating. 
Here is niy guide to getting off to a 
good start. 

Opening Moves 

Ri^, pick a city site with the best •. 
possible population. 

Second, send your-engineer to get , 
timber, either by a.qbick rail line and 
depot or by building a port amid far- 
off forests. 

Third, go to the diplomacy screen, 
find:? neaity minor power with coal and ■ 
iron to offer for export and open trade 
consulates there. The trade screen also . 
shows you which other great powers 
have opened consulates: try to start 
with minor powers that do not liave 
trade consulates fromariyone else, thus, 
minimizing early economic competition. . 
Don’t pursue rtiore than two potentiai 
colonies, because your money is scarce,; 

Fourth, build all industrial buildings 
necessaiy in your capital city. Use the 
suiplus materials for rail and merchant 
ships, and get one extra, population 
point.. Buy a. miner and use any extra, 
paper to upgrade workers. Ary idle 
. workers should convert.food to canned 
goods, and all timber should go to mak- 
ing lumber rather than paper 
FIfthi te.ll the rest of j«ur finished ' • 
goods to augment your cash. Take 
note,: however, That the price of finished.-- •. 
goods often rises after turn one, so 
unless you are desperate, you may . 

Want to wait a turn or two before sell- 
ing. While at the trading screen, imrne- ' 
diately place offers ori wool or cotton, • 
iron, coal, and timber. You are bound 
to run out of all of these resources, so 
start buying right away. 

Transportation Network 

On subsequent turns (file first five 
steps should be taken on turn one) 
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Trade 

attention to the ^de- book and 
modify your diplomatic actions to ensure 
you have at least one overseas source of 
mineral resources, if your explorer gels 
tucky.eai1y.on,,the overseas.source. 
becomes less of a prlprify, but until you ' 
are sure your countiy is mineral rich you 
should act as though ybu'll have to buy 
everything. Also', you don’t want your 
industry to .lie dormant vyhile, you buiid . 
your internal transportation network. 


Infrastructure 

Build just enough consumer goods to 
keep.your country from, going bankrupt. 
Everything else should go into infrastruc-. 
ftjre— people, merchant ships, transporta- 
tion, and better industry, it’s better to 
store materials than money, and all natur- 
al resources can be cori^^rted into yalu-. 
able goods at no cost to you. 


Last Words 

Tiy.to build one or two ships of the 
iine.earfy (within 20 . 

turns), as this tends to — • 

deter .your enemies. A - 
sound economy that ' 
grows quickly should get 
^ur empire off to ap' 
impressive start; Don't ’ 
worry if you seem to be 
falling behind, just make 
sure that all elements of 
your economy are work- 
Ing, and- that your growth HBB 
is steady. Eventually, you 'IBfpw 
will be able to sort but. . 
those early bloomers ImIU 
through military action. 


focus your energyon your fledgling 
transportation network;, Decide in' . ■ 
advance where y)ur first few depots will 
go, based on lumber; cotton, and wool 
squa'es. Begin mineral exploration in the 
squares near visible resources so that 
your; early depots can be planned to take - 
advantage of ^1 resources. Later you can 
go back and .systematically search your , 
entire country. 


The Benefits of 
Strong Artillery 

Wlien building an am^- for C()nc]uesL don’t 
neglect artillcr}'. Your aimy will live and die by tlie 
ixjwer of \oiir guns. If \du are faced wilii an 
enemy fortress giiaaled by large ejuantities of 
artillery; consider loading your attack to one side 
of tire map. If you adtance along a wide front, 
you will take fire from all defending giiirs. By 
mot ing up tire rigbt-iiand street (in most city bat- 
tles), you can minimize tlie number of dcfcn.se 
guns tliat can hit you its you nan e up. Take tire 
lime to .set up your anny' out of range of tlx; 
enemy' so that your entire army can move for- 
ward as a single unit iilong the right flank. Once 
your guns get into range, simply toll up the 
cnemys defenses from left to right. WTren invad- 
ing for concjiiest, always bring cavalry and light 
cannons, lliese uniLs arc cnicial to mopping up 
beaten defenders before tliey can escape. 


Without pro[x;r mop-up 
capabilities, your opponent’s 
defense will get .stronger every' 
time you make bis empire 
smaller. Ultimately, you may 
face a capital city' defended by 
so many gnus that taking it is 
all but impossible. 

\Vlien attacking a great 
power late in tiie game, lake 
care to prepare your assault 
along a number of different 
fronts. Y)u should be ready to 
blockade all of Iris major 
ports from tlie start, and 
should have units in place to 
attack at least two provinces at the start of the 
w'ar. Tliis will keep botli human and com]ruter 
opponents off balance and should allow you to 
make decent gains before suing for peace. 

During peacetime, keep a few' fleets near 
enemy capitals as a deterrent. If tl^y declare 
war on you, you will be ready to blockade them 
from tlx; beginning, llie computer is quite 
[laranoicl about losing its capital cities, and as a 
consequence does not garrison key economic 
irrovinces well, Wdicn attacking, your first [priori- 
ty sliould be tlx; resources you need, but your 
second should alw-ay's be the resources y our 
opponent can least afford to lose. 

Winning on Nigh-On-Impossible requires 
[patience. You must focus on economic growth 
until your industry' is awesome, ev'cn ifyou are 
at war. Once you have tire industrial power to 
field a large aimy; you should have little trouble 
defeating your enemias piecemeal. % 


[ THERE IS HOPE As this late-game industrial screen 
shows, you can win even on Nigh-On-Impossible level if 
you follow these tips. 


Y FAST TRACK The engineer is building a port in the 
I best timber area whiie the expiorer iooks for minerai 
I resources in squares accessibie from the port. 



^Still using an 80's-style joystick designed for flight- 
simulation games? Or even worse, a keyboard? 
r ^^7 Maybe that's why legions of butt-ugly mutants are 
splattering your guts all over the 
galaxy before you advance even one level. 

Don't crank-up the modem and start 
downloading game cheats. Just wrap your 
fist around Techmedia's 3DZoneMaster™ 

Ultrasonic Positioning Device and wield 
the power of this state-of-the-art 3D controller. 

With 3DZoneMaster there are no wires and no clunky base. 
Nothing artificial to keep you from becoming immersed in the 
action. With its unique, patented ultrasonic tracking and 
ergonomic pistol-grip design, you move in three dimensions. 



effortlessly, fluidly, instinctively-without hand or atm fatigue. 

The 3DZoneMaster includes an array of programmable 
multi-function buttons to let you command all the firepower 

each game has to offer. And it’s ready out 
of the box with Windows95 ‘ drivers, 
Netscape Navigator,™ exciting games and 
a host of predefined game sets. 

Push your skills to the next dimension! 
Play the latest 3D games the way the 
psycho inventors meant them to be played. Get into the action 
and call 1 - 800 - 379-0077 ~ 
forjlnelocatonofthe TeChmeCHa. 
Techmedia dealer Unexpected Performance, 

nearest you. Unexpected Price." 


c 1997. 3DZoneMasler is 3 tradernark and the Techmedia name and logo are registered trademarks of Techmedia Computer Systems Corp. All oiher trademarks are the property of their respective companies. 
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STRATEGY & TIRS 


Achtung Spitfire 

Controlling the Tumuttuous Skies Above the Thames 

by Robin G. Kim 


i 


ging c\'nics lainent that youth is wasted on the \ oung. 
Could it be tliat a few reflex-iinpaired \s nrgainers out tlicrc 
say the same about air-combat simulations and the virtual 
fighter jocks who fly them? No one can deny tlial the 
opportunities to delve into the fascinating realm of air-to- 
1 air combat arc few arid far between for those gamers who 
I prefer to ponder e\ er)' mo\ e. Mow ever, if \ou fancy your- 
self an annehair flight leader 
more than a joystick jockey, 

Avalon Hili/Big'Ilme 
Software’s Aci riUNC Sl'fl'l'lltE 
offers the perfect opportunity 
to stmt )’Our stuff. 

Unlike most traditional 
wargames, however, 

Achtung SfrmKE pays strict 
attention to the laws of physics, 

'Ihe accurate modeling 

imposes complex restrictions on movement, w-hich in turn raises the 
im])ortancc of proper maneuvering. Air-to-air fighting is also excep- 
tionally fluid; At 20.000 feet there are neither battle lines nor terrain 
considerations. Positional advantages are purely relati\'e, apjrearing 
and disappearing quickly in the heat of battle. 

So, if AcmUNC’s formidable A1 has your pilots diving for cover, the 
tactics explained here can help you turn the tide. Since the Battle of 
Britain is the heart of the game, we will focus maiiily on the bomber 


The Best British Defense 
Is a Good Offense 

Inghlcrs arc, by their very nature, offensive w'ea[5ons. As an B/\h’ 
squadron commander, vou lia\ c to defend your homeland from its 
would-be inwaders the only w'ay )ou can: b)- knocking down their 
bombci s. Unfortunately, the Cennans are rather protective of them, so 
the)' are almost alwat's accom])anied b)' Bn09s or BfllOs. llie trick is to 
penetrate this fighter screen and 
lay waste to the bombers williout 
suffering significant casualties. 
'Ihc importance of keeping your 
pilots alive cannot be overstated: 
Too many cost!)' victories will 
spell defeat in the long run. 

ironically, the computer- 
controlled escorts’ intelligence is 
also their undoing. The Al's 
immediate response when 

attacked is to turn toward \’our fighters, presenting )-our pilots with the 
worst ])ossibie shot o|3portunilies. 1b take advantage of this self-prcscr- 
v-ation instinct, strive to approach from behind and to the side of the 
enem)', such that the escorts must turn awa)’ from the bombers to turn 
tow'ard your fighters. !f done correctly, this will pul them com[)letcly 
out of position, neutralizing their threat potential for .some time. With 
the esenrLs safely sidestepped (yelling loro!” at this point is appropri- 
ate), driv'c on through to the heavies. Don’t w'aste ammunitioii on the 


THE BETTER PART OF VALOR If you drive your Spitfires straight 
through these German BflOQs, you will take horrendous losses. The 
safer option is to turn aw^ and woi1< for a better angle before 
attempting to slice past the escorts to get at the bombers. 
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around these more maneuverable Spitfires 
is an effecti\« means of neutralizing their 
turn-rate advantage. 


e.scorLs unless presented with truly primo 
shots. Killing figliters nuiy be gbinorous, but 
its hardly wiiy you are here. 

If the Ccmian fighters arc hot on your 
heels when you rcacli the bombers, do one 
quick pass and break off i\ lake it count b\’ 
firing only at clo.se range, then steer clear of 
the cro.ssfire in the middle of the formation. 

If on the other hand, the escorts take them- 
selves far enough out of ])osilion, you can 
execute a more deliberate a.ssaull. In that 
case, throttle wa)' back and fry to camp jour 
])lancs about 400 yards (four space.s) behind 
the rearmost bomber, hrom there, you can 
blow it to l)it.s w'hile remaining outside the fir- 
ing range of its mates— the lightly defended 
German bombers are extremely vulneral)lc 
vvilhoul supporting fire. Once the first goes 
down, move onto the next. Keep your fighters 
close together to concentrate tlicir firepower, 
but not top close or the movement .sj'stems 
one-plane stacking limit will force your 
irlancs to make uinvanted maneuvers to 
avoid overlapping. 

Becau.se of the uncommonly poor 
reanvarcl visibility characteristic of earlj' 
Spitfire and l lurricane models, lining all 
your fighters in back of the bomber group 
will cause vou to lose track of lire 
Gentian escorts scrambling to catch you 
from behind. Let this go on loo long and 
vou will be in for a deadly surprise, 'llic 
easiest .solution is to take one plane that is 


either damaged or low on ammo and a,ssign it 
lookout duty. Mave it turn 45-90 degrees 
away from tiie bombers and w cave back and 
forth at high s[3eed. staj'ing iiearby wliilc 
maintaining visual contact on the approach- 
ing escorts. 

Once the escorts are within 900 yards or 
so, it is time for \ ou to firewvill the throttles 
and break off Any planes low on ammo or 
heavih’ damaged should get the heck out of 
Dodge. Tliose that remain combat-rcadycan 
tr\- to circle around at high speed and do the 
dance all over again. 

Committing all vour forces this way will 
like!)' allow flie bombers to csca|5e before vou 
can reengage, however. Instead, use the look- 
out described earlier to keep tabs on the 
bomber group while the others lure the escorts 
away. 'Ihe bombers will thus be jirevented from 
fleeing, allowing your fighters to bide their 
time, waiting for just tlic right moment to slip 
by' the enemy fighters once again. 

Achieving Air Superiority 

If you’re lucky', you’ll be able to embroil the 
interceptors in a furball after— or preferably 



The Thin 
Blue Line 

F or the RAF player in the 
Battle of Britain scenario, 
optimizing response time to 
incoming raids is a crucial part of 
any winning strategy. The idea is 
to keep as many fighters as possi- 
ble ready for action at the forward 
airfields in Hawkinge and 
Manston. The problem with using 
these fields is that the Uiftwaffe, 
cognizant of the airflelds’ strate- 
gic importance, will do their best 
to bomb them into oblivion. Such 
attacks will not damage any air- 
craft or personnel on tiie ground, 
thankfully, but it will increase the 
time it takes to repaid refuel, and 
rearm any of your planes that land 
there later. The solution to this 
probiMi is simple: Don’t send your 
fighters to bombed-out airfields! 

If some of your planes take 
damage in a dogfight split them 
off and send them to Hornchurch 
(assuming it hasn’t been hit); they 
can be repaired there fester than 
at any other airfield. Vector the 
rest to the least damaged base 
near the eastern shores. As planes 
become ready, ferry them back to 
Hawkinge and Manston. Since ai^ 
craft require no servicing after a 
ferry flight less than 30 minutes 
long, your fighters will be instantly 
ready for action after they land, 
no matter how damaged the desti- 
nation may be. There is no need to 
worry about these extra flights tir- 
ing your pilots, either; they don’t 
affect fetigue levels. 

The more interceptors you have 
availably the more raids you wiil 
be able to deflect and the more 
casualties you will inflict. Keep an 
agile and efficient defense and 
victory will eventually be yours. 
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LOSE SIGHT, LOSE THE FIGHT The Spitfire that has turned awjv from the rest is act- 
ing as a spotter piane. This allows you to keep tabs on the approaching bandits that 
would otherwise be in the blind spot of your other three planes. 


before —they nisike llicir first pass. Both the 
Spitfire aocl the Hurricane are more maneu- 
verable than lire Bfl09s you arc likely to be fly- 
ing, so be sure lo keep your speed up, 

!f your numbers match or exceed the 
enemy’s, circling them at higli speed in a kind 
of “outside Lufberry’’ is a great way to exploit 
the Alls aggressive tendencies. Tlie tenn 
Lufbcrr}'mnna][)’ refers to a defenshc tactic in 
which a group of aircraft will fly iiosc-to-tail in a 
circle to fend off attackers. Any attempt to 
shoot at a plane in llie circle inv'ites fire from 
tire one to its rear. Wlicn you fomi a similar cir- 
cle outside a group of computer planes for 
offensive purposes, lliey tend to turn continu- 
ous!)' to remain inside lire circle. Tliis bleeds off 
their airspeed, allowing )'our faster mo\ing 


aircraft to maintain the initiative — the ; 
ability to engage or break off at will. As 
icing on the cake, the circular flight pat- 
tern affords defensive mutual support 
similar to the normal Luflrerry. 

Altlrough the general tactics described 
licrc barely scratch tlie surface of tlie com- 
plexities of W\^I-era air combat, tlie)' will 
lielp )'ou get through )our first few 
Achtung Spitfire combats, and tliey 
will sen e as a good foundation on which 
to build in tlie long mn. Foramone inter- 
ested in a detailed treatise on multiaircraft 
tactics. 1 liighl)’ recommend Robert 
Shaws Rghfer Combat Tactics aiid 
Maneuvering, tlie biblc of air-combat tac- 
tics among hard-core flight-sim faas. 



TIMING THE POUNCE By String close to the interceptors— but not so close as to 
invite attack— the German fighters at the bottom of the screen have positioned them- 
selves perfectly to slide in behind the British planes when they make their move for 
the bombers (to the right). 


German Escort 
Service 

J ust as the RAF must attack | 

bombers to defend Great Britain, 
so must the Luftwaffe defend the 
bombers to further its strategic offen* 
sive. When you command the German 
escort fighters, you must figure out 
how to get at the attackers before they 
decimate your bomber group. To accom- 
plish this without your flight being vic- 
timized is easier said than done. One 
possible ploy is to show the enemy your 
six o’clock and attempt to lure them 
away. Dangerous In the extreme, this 
tactic is also ineffective because the 
Af’s strong focus on attacking the 
bombers makes the British fighters dif- 
ficult to distract. Don’t think this 
means they’ll pass up easy shots as 
they fly by, however; they won’t. 

If the British fighters start out right 
behind you, turn into them 90 degrees to 
give them a tough angle if they decide to 
shoot at you. But bv not to turn much 
farther, or it will take forever to reverse 
back and pursue once they blow through 
on their way to your bombers. 

Usually, you won't start out In such 
Immediate danger. If time pennits, 
establish a position behind and far to 
one side of the bombers, climbing a bit 
and weaving to reduce forward speed. 

As the enemy moves past, dive to con- 
vert your extra altitude Into airspeed 
and roll in on their tails. Timing is every- 
thing here. Commit too soon and you 
will fly out in front of the enemy and get 
shot up. Commit too late and you won’t 
be able to catch up before the British 
run wild among your bombers. Even if 
you do everything right, the best you 
can usually hope for is to get some 
good shots at the rearmost aircraft in 
the enemy formation. The ones in front 
will still get to the bombers, and will 
have to be dealt with later. 



■; ItiE client ;is drop-dead 
gongMUs.’ Her father is;juit ■ 
plain OBai^rof an apparent , 
suicide. SHfe ^ certain hej uas 
jnurdered.and is Iwllmg taUs^ 
an>ithing to prgue, it'.’ Tex ■ 
'fQutjhji, the.P:!., js wiilihg'tp:: 
do aimost-argSjung td mafie 
rent The iniiestij^'h 'leads J 
Tex into the. heart 'opMdarK J 
secret,: Tlri‘eiit.e tearn' df\ .;|a 
specialists; haue crdated;4ilr 
something , unspeak- 
able, riom each of; 
them are marked 
for death, and so M 
begins the reign )|f 
of the Ouerseer.iM 


first title designed 


specTficallji' for DUD 


-t; 5-channel sound 


fluiard-winning 3D 


Uirtual Ulorld Engine 


Tuio leuels of play 


CD and DUD .included 


/lnAno$oiim,ihn<loriedlorcsntm^ 


CIRCLE READER SERVICE 



I's 0 /ouj^b, but somboilY's gotln do it 

4 


% 

■ fc'fN 



f:- ' 

i 

\ . 


Jex weels vpwilho tslnm kA? lakes hb job Sten^. 


fACCESS 


"Coiy lillle place you're gal heie. ’ 


{800)800-4880 • FAX (801)359-2968 


hflp:/ /www.AccessSoftware.com 



GAMER’S EDGE 


STRATEGY & TIPS 


The Space Bar 


Hop Aboard Starship Scorpia for a Guided 
interplanetary Tour of The Space Bar 


by Scorpia 


I HE Space Bai^ is a tough game to wTite up as a 
Scorpia’s Tale. Much of the time, the puzzles don’t 
lend themselves to helpful little nudges in the right 
direction. Wliile 1 prefer not to give outright answers, 
in some instances it will be necessary to do that, at 
least partially. 

Tire first thing to kee[> in mind is tliat time is crucial in tliis game. 
You can’t afford many w'asted moves in and around the bar; each 
movo is a tick on tire clock, and lliosc ticks add up fast One way to 
save time is to save the game, explore tire rarious rooms, making 
note of what’s there, tiren restore. You may also want to do tliat wlien 
tire computer terminal in tire eniryway is fixed; tire info on the alien 
races is vital to conrpleting some of the puzzle sequences. 

As noted in my review last month, Tl-iE SPACE Bar isn’t all that 
nonlinear. Some flashbacks have to be done early, or you may 
become stuck in a nonwinning positioii. For best results, solve the 
Fleebix/Thud and Des'cir-? flashbacks at the earliest opportunity. 
SeedRot and Click should be completed before you start finding 
an)’ bodies. Soldier (the bartender) ought to be finished by 
around 8:00 or so, before the infrared iammiirg begins. Cilia and 
Bettaker can be left as the last ones. 

Always save as soon as you enter a flashback, just in case. In 
some instances, if you miss an important item or action early on, 
you won’t be able to go back to it later. 


Soldier 

Getting the egg to the shuttle is no ea,s)' task, especially as this 
flashback has two real-time 
segments with absolutel)' no 
margin for error. Move the 
egg into Food Prep, and 
explore the upper rooms for 
whatever you can grab. 

Make )our wa)' down the 
lift shaft, tlien back up \ia tlx; 
mine tracks, llx: control panel 
at the top opens tlie mine 
maze. Yes, tlrere’s a maze, but 
its not really bad. You onl)' have 
to open llie green and black 
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Deven-7 


T his is a nasty sequence. Your offer has to be in by 
around 11, or you’ii iose out to someone eise. This is 
more than just adding up numbers; you have to send 
your negotiators out to meet with 
different groups. That means read- 
ing up on the bidders, buyers, 
negotiators, and “other interested 
parties,” then figuring out whom to 
send where. * . 

Here are a few tips to heip you 
along (and to cut through some of jjT *V &% 

the jungie): You need to negotiate ^ |R j| « Jkfl 
with the environmentaiists, politi* ^ fl 

cians, Swonza-5, Giid-13, Dork-44, ^ || 

and Yeef-8. Deven has two of the J: '' 

bidders— Irk and Quosh— as guests 
in his home. You will have to talk to them personally to get 
them to put in their asking prices for Armpit III. 

When all negotiations are complete, work up an offer. 
Keep In mind that you don’t need to have a bid on all items 
on the spreadsheet. All that matters is producing an offer 
equal to, or greater than, the total asking price. I could 
never do better than even myself; it may not be possible to 
do better. So get your offer in as soon as you’re even with 
the asking price. 


ckxirs, as well as llie floor liatclxis. 

Sa\ e and lake some time to do a little 
mapping. You need to find two itein.s 
and (lie w^' onto tlie tracks (not 
wliere )Ou came in). You must know' 
tlic iastest u'ay back onto the tracks 
(this will Ik importantlater). 

On the outside bridge, you ha\'c to 
set uj) tlx: cannon now (later is too 
laic). It needs to be centered, and tlx; 
s]Kar re])laccd with something else. 

Mer starting a flood, open tlx; 
s'cntilation grate. This masHre done 
before pushing tlie egg, as that starts 
tire real-time segment and there is no 
allowance for even one wrong more. 
Wlien you come out tlie other end of 
the shaft, act immediately. 

'lake a breather, then get ready 
for the next real-time segment on 
the mine tracks. If it reminds you of 
Indiana Jones, you’re not mistaken. 
Again, there is no margin for error 
here. All your moi ements must be 
exiict; if you make a mistake, stop. 


restore, and try' again. Ibu must get 
to the shuttle room before the egg, 
and without being killed. 

Click 

Your friendly neighborhood dnig 
runner, 'llie first task is to make some 
ccrcbomb; the recipe is in your POA 
(clieck messages). After finding the 
lab, sa\’e dx: game. Drop tvso of the 
insects into tlx: analyzer to Icam w'hal 
tlKy are (tlx:rc doesn’t seem to be any 
otlier way'), tlx;n restore. Wliile tlx; 
names of tlie bugs don't change, 
which ones to use in tlie recipe does 
vary from game to game, so be careful 
tlx;re. 'Iwo other ingredients can be 
obtained fioni tlx: windows in the lab. 

Explore the great outdoors 
(remembering to deactivate the alami 
lieforc leaving, and again when enter- 
ing) aixl a .series of [ilatfomis vvilli 
swinging vines. Look over tlie map on 
your PDA very carefully here. You will 
have to n.se tlie proper sequence of 
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vines and platfomis to elude tiie cop 
at the upper right I suggest copying 
the arrangement on pa|>er and work- 
ing it out befonsliand. Wlien you’re 
ready, exit the house witliout luniing 
off tlx: alann to get tlie cop’s attention, 
and continue ftoin tliere. 

Once at the spaceport, you have to 
do something about the Queep 
guards to get tlie c-boinb tlirough cus- 
toms. Perhaps if tlx;y weren’t quite so 
alert )ou could manage it Clieck out 
the notice on tlie wall; also check your 
PDA email. The correct phone call 
will get you safely into the kennels, 
wliere you can read tlie Queep 
Kee[)ers logbook. It’s the next pair on 
rotation that you want here. 

After you’ve taken care of tliem, 
you jvist have to pass tlie archway 
without tri^ering tlx: alann. An item 
you found recently will help with this 
(save before passing tlie arch in case 
you don’t get it right the first time). 


Cilia 

In this flashback, you must safely 
get off-planet with important infor- 
mation. Most of the action takes 
place on and around the river; the 
main objective is to bypass the two 
iaspection stations along the way. 


' 1 he first stop is the canal lock con- 
trol tow-er, just |Dast tlie two wnming 
buoy's. Be sure to check out tiie police 
boat and lielp yourself before going 
u]5 tlie tower. Bead tlie notices before 
using the panel, and note tlie button 
on the wall, which is vital. 

Play with the controls .so the lock 
floods and w'ashes tlie barge past the 
iaspection point. Tlie important 
items here are the lever, t0[3 and 
middle numbers, and top button. 
Listen carefully while fooling 
around with them for important 
aural clues to w'hat’s happening. 
Don’t leave by the door. 

Tlie second slop is just past the 
next two warning buoys. 'Ihis time 
you’re at the control tower for the 
river currents, and working w'ilh 
them is much easier, since you can 
see what goes on when you work 
the various levers and switches. It’s a 
.simple system, and a few minutes of 
experimentation will be enough to 
work out the puzzle. 

Be sure you arrive at the space 
dock with the barge only. ’Ihe 
Grentilbeast crate is the one you 
want., .empty, of course. Check 
your invento- 
ry for 


S he needs te drop a fruit The key to •' \ 

this flashback is to listen to the “TV" ^ ^ ' 

(more like a radio, as there aren’t any 
images) to obtain four phone numbers. Keep trying the dials until 
you have ail of them frt may take a whll^ so be patient). One will 
get Mom out of the way so you can go to work. The collar will help 
in removing the annoying Sheep Plant. 

Dc Root can be called at any time; the earlier the bettec The 
photographer is important for more than j'ust the “money”; don’t 
forget about the spoon. When all the phone calls and tiieir events 
have been taken care of, you have to produce a fruit That means 
diddling around with the atmosphere and light controls; you vrant 
to produce a nice, swampy, well-lit environment You also need to 
get one of your buds to blossom for attraction purposes. Then you 
can look at the photos in the book (any page will do; the flrst one 
is the quickest). 
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GAMER’S EDfSE 


Kitchen 

You can distract the cook with clever use of the megawave 
oven. Something you find in the room will help. 

Infrared Jammer 

You’ll have to go dovm under in one of the rooms off the bar to 
locate it. You will also need a bribe of sorts. 

Poison 

You need the antidote before you’re attacked. Right after finding 
the body with the dart in it, go see someone who would know about 
such things. A trade will be necessaiyi 

Casino Office 

You need money— big money— to get in. Read up on Blobsters 
beforehand, so you know what to do in thera The alien himself 
isn’t important, but one of the devices is critical. 



something appciiling, and make 
the best use of what you find. 


a brief a[)pearance on the 
field. Wait again through all 
the events until “Arguing 
Wlh 'Ihe Referee.” Pay 
close attention to what 
your opponent does, and in 
what order he does it. You 
have to do the same thing, 
but you must do it twice. 

At the talk show after- 
ward, check out the floor 
as soon as you can. During the 
inten,'icw, )’ou can pretty much say 
what you like. 


Bettaker 

'Ihis flashback can be annoying, 
as there is no way to know ahead of 
time what to w'car for the playing 
field. It is also a tedious segment; 
you spend a lot of time waiting for 
your turn. 

Get yourself cleaned up and w'ait 
for the coach to haul j^ou off to the 
stadium. Once there, you have to 
put on your unifomi; the colored 
slrijjs, boots, and knee pads 
(I’m giving it away, but this 
will save you needless 
reslores). Also pick up and 
hold the club. Be sure to turn 
on your radio. 

Wait for Dirtkicker 
(Bettaker before his downfall) 
to be announced, then make 


Finale 

After the flashback in tlie Sliifters 
mind, youll know his weakness (you'll 
already kiww the fonn lies in). Give it 
lo him, and tlic rest is automatic. 

And that’s about it for now'. In the 
meantime, if you need help with an 
adventure game, you can reach me 
in all the usual w'ays. Until next 
time, happy adventuring! 


|Reaeh''Scdi^a^at ^ 

Email; scorpia@scorpia.com 
Internet: Scorpia’s Domain at 

www.scorpi3.coni 

U.S. Maii:(encIose a SASE if you live in the U.S.) 
Scorpia, P.O. Box 338 
Grade Station 
New York, NY 10028 
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visit your Local Retailer or call 


1-800-789-153/, 

to order a copy today! 
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[IPS 


I 


Sports 


Baseball Mogul 

S ometime after the year 2010, women 
start allowing up in the minor-league 
sj'stems, eventually breaking into the 
majors. 'I heir stats are similar to tliose of 
male players, so draw your own conclu- 
sions about how lire grand old game 
might progress in the next 20 years. 

After about 2030, aliens, animals, robots, 
and the like start to appear as player agents, 
GMs, and, cvenluall); play’crs. Tliis doesn't 
change any player stats; it’s simply for 
amusement. 



Adventure/RPG 


Betrayal IN Antara 

D! Look carefully at the staff on 
the amulet in the close-up of the 
puzzle that opens the Shepherd’s 
headquarters. 


Q! in the cave you find during Chapter 
Six, look for a lever chest to the east 
of the entrance. 



Adventure/RPG 



Twinsen's Oovssev 

W hile success in 'IViNSKN’s Odv-ssey 
generally depcnd.s on keeping tlie story 
moving, jon'll ba\'e a bard lime doing that if 
)ou keep d)'ing. Idere are some tips to help 
you stay alive long enough to save Twinsun. 

• Bad guj-s aren’t tlic onl)- things that 
restock when you leave a screen. Revisit 
flowerpots and the like agiiin and again to 
load up on money and power-ups that you’ll 
need. If you’re really low on health after the 
aliens occupy'rwinsun, lun home, then pop 
in and out the door, searching the flowers 
outside each time until your health is 
restored. 

•Tlie 

sliorl, gentle 
arc of the 
magic ball 
thrown in 
Discreet 
mode is fre- 
quently the 
best and jnosl 
precise way to 
hit switches, especiall)' if theres an obstacle in 
the way. 

• Wliilc the Esmer races have a v'ariet)' of 
rapid-firing, de\'a.stating v\eapons, you usually 
have an advantage in tenns of range. Start fir- 
ing from far avL'ay, and inch closer until you 
start hitting your target. Chances are, their 


weapons will far short of hitting you. 

• Wth enemies constantly restocking, 
there’s no reason for you to risk taking damage 
by clearing them out (unless you’re just natu- 
ral!)' hostile). Running away is frequeirtly the 


best response to hordes of foes. 

• If you don’t see stars when 
you attack an enemy, you’re not 
hurting him. Switch weapons 
until you find something that 
causes jjain, then pound away. 

• Can’t use those health 
pow'cr-ups when you’re at full 
strength? Equip the Triton of 

Healing and it’ll suck them up for use later 
when you might need them. 

• Take tlx: time to explore forertra lives. 

Make fiequcnl use oftlie Save feature and hoard 
tho.se IxHuis lives until lire end oftlie ^ime, when 
you'll need llx.‘m to survive and win tlie final con- 
fkinlation, —-RobertCoffey 


Bl Hang the lantern you find in the 
lever chest to the left of the mosaic to 
solve its puzzle. 


El Click the rope on the pits in 
Chapter Nine to cross them. 

— Petra Scblunk 






strategy/ Wargames 


Panzer General II 

1. Ambush: Tiic new recon ailcs make for 
much easier ambiislics. If you know the other 
side doesn’t have rccon units in the area, put a 
decent defensive unit in the path of attackers 
about 3--I hexes from where tiic attacker will 
begin his move. 

2. Antiaircraft ambushes; Don't place 
your defensive AA units right beside higli pri- 
orit)’ targets, such as artillery or weakened 


amior. Both the computer and any human 
opponents are vulnerable to AA units too far 
awa\' to see in ad\ ance, but close enough to 
provide defensive AA coverage. 

3. Wearing down tough guys: Any 
defending unit will lose two defense points 
and one level of entrenchment for the dura- 
tion of a turn for every attack against it. Tiiis 
means that even the tougliest unit can be cut 
down to size if enough fire[)o\\er is brought to 
bear, a crucial factor when you go against T- 
34s and those tough Panthers and Tigers. Use 
artiller}' and air power even if it will cause no 


damage— save your best attacking units for 
last, when the defender is weakest. 

4. Taking out Allied air forces: If you 
don't want losses to your wimpv 
Me,sserschmilts, you’d better employ anti- 
aircraft guns lo soften up the Allied air first, 
if necessary, Irap enemy planes between 
two fighters and move a mobile /\A unit 
underneatb the fighter. On the next turn 
you should gel a shot with the M and then 
be able to moir U[i with )'oiir 
weaker fighters. 

5. Move and defend: Most 
units ‘'iiupack" when attacked, 
unlike in FANZKit l.'Ihis means 
that you can mo\c antitank 
weapons right ujr lo enemy 
units without fear of a disas- 
trous counterattack. 

6. As the Germans in the 
Blitzkrieg campaign: Don’t 
worry about buying infantry, 
OK\V will gi\’e jtni [)lent\’ as 

the game [}rogrcsses. Instead, use your pres- 
tige to get artillery and aircraft. Focus your 
early spending on artillery, as )'oiir best units 
are available for purchase from Poland on and 
won't require costly upgrades later. 

7. Use the computer’s aggressiveness 
against it: If you w-ant to take out an espe- 
cially strong enemy unit — particularly 
entrenched infantr)'— get your artiileiyMn 
place and then move one of your units ncxl lo 
the target. Don't attack, just wait for him to 
come after you and let your defensive artillery 
and direct fire do the rest . -Tim Carter 




Man oeWal _ 

W hile each country is limited in 
general lo tlie types of ships it 
built historically, there are no restric- 
tions as to when you may build and 
use them. So, in an)' American 
Revolution scenario, feel free to give 
the US74— gun ships of the line— 
why wait for tlie Wir of 1812 (when 
these vessck were actually built)? 

Also, all scenarios are determined by point game “ahead." So, if you want a cheap victory 
totals, and the smaller force akvays starts the with Admiral Nelson, you can win Trafalgar 



Simulalions/Space 



Flight SimuLAiDR 98 

I f )’ou get an error that says you don’t 
B liave enough disk space free w'hen you 
tr)- to install FLIGHT SIMULATOR 98, you’ll 
need io copy tlic MSCVRTDLL and 
MFC42.DLL files from tlie sim’s CD to 
your \WINDOWS\S')'S1TM director)'. 

If you’re having problems seeing the run- 
way over tlie iiistniment [lanei, use Shift- 
Enter and Shift-Backspace to simulate mo\'- 
ing your seat up or down. 

To see your frame rate, hit Shifl-Z twice. 

To sa\’e some hard-disk space and achieve 
a faster [irogram startup, delete the MSLO- 
GOA\^l file from your FS98 director)-: Tlie 
program will function fine w'ithout tlie open- 
ing animation. 

Easter Egg: First, set “Image 
Complexity" to '‘Very Dense." Tlien clioose 
“Go Ib/Exact Location" and set Latitude to 
N47° 39.08’, set Ijsngitude to W122° 8.69’, 
Altitude to 0, and Lleading lo 342. You’re 
now' facing Microsoft’s Red West campus. 
Taxi into the lobby of the building in front of 
you and you’ll sec a picture of the FiJGHT 
SlMUL-Ni'OR development team. 


b)' running away witliout firing a shot. 
Likewise, the British can flee from 
Chesapeake Bay, leaving poor Cornwallis 
stranded in %rktowii. Such behavior can't be 
called a victory in a historical sense, but if 
you’re in a cheating mood .... 
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CGW 



HOT rJOLJDA/ Gijrrsi 


HOUDAY SfJOPPHR 


Mow’d we come up with an online 
game based on acronyms? 


One day, it just came to us. 



Here’s the drill: we pitch acronyms online. You try to 
out-clever other players before time expires. While 
there, play our other hit, YOU DON’T KNOW JACK* 
the netshow. It’s another great way to win terrific 
prizes. Which, it turns out, you gotta declare. 
Sheesh. Acrophobia. Get Over It. 



play it@www.bezerk.com 




CIRCLE READER SERVICE #118 


CHIPS&BITSwc. 
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* Ordering 


COMPUTER GAMES; STRATEGY 




10 Six 01/98 S35 

AO&D Binhright NOW S27 
A0hara3 12/97 S45 

AflRiral Ancient S0ipsO2/98 S46 
AOvancd Civilization NOW $39 
Age ot Empires NOW $46 
Agents o( Justice 03/96 $46 
03/93 $46 
HOW $19 
NOW $29 
C8 C2:7briiim Sun 09/98 $48 
C S C Covrt Opnions NOW $22 
C&CGol(!W95 NOW $40 
C 4 C RA Aftermath NOW $22 
C8 CRA enter SIrke NOW $21 
C 8 C Red Aien NOW $46 
C 4 C Sole Survivor NOW $29 
Caesar2 NOW $28 

Capitalism Plus 
Captives 
Cave Wars 
Cr/2FanlasyWorl( 

Civilization 2 
Civilization 2 Seen 
CivilizaOon Network NOW $25 
Civilization NOW $19 

ClayWarlare 02/98 $45 
Colonization NOW $29 
Cong New World OK NOW $24 
Conquered Kingdoms NOW $19 
Constructor HOW $42 

Corsairs NOW $43 


NOW $43 
HOW $40 
NOW $25 
S NOW $27 
NOW $36 
NOW $26 


Tmi RtiuM P«i« 

Creature NOW $34 

Oark Colony NOW $43 

Dark Reign Fulre War NOW $43 
Dark Reign UP I 02/98 $29 
Deadlock 2 NOW $46 

Destiny NOW $19 

Dominion Storm 03/98 $44 
Dune 2 NOW $14 

Dungeon Keeper NOW $46 
Oungn Kpr DprDngnsNOW $19 
Earth 2140 12/97 $36 

Emperor Fadng Suns NOW $29 
Empire of the Ants 03/96 $43 
Enlrepeneur NOW $38 

Evolution 01/98 $34 

Extreme Tactics 12^7 $49 
Frenzy 02/98 $44 

Galactic Mirage NOW $41 
Heist 02/98 $44 

Heroes M4M NOW $19 

Heroes M&U 2 NOW $32 
HeroesM8M2ExPkNOW $25 
Heroes M4UW9S NOW $19 
Imperialism NOW $39 

imperium Gaiaciica NOW $32 
Incubalion HOW $39 

IntinctyWar 12/97 546 

Jaggd Alinc Odfy Gm NOW $19 
Jagged Alliance 2 03/98 $48 

KKND Extreme NOW $36 
LlPeration Day NOW $45 
Lords Realm 2 NOW $31 



Rising Lands 
SWAT 2 
Semper Fi 
SenlienI 

Sentihol Relurns 
Seiners 2 Cold 
Seven Kingdoms 
Shalleied Nations 
Siege 


NOW S40 
03/98 $45 
NOW $38 
HOW $48 


NOW $40 
2DikOmnNOW $43 
01/98 $48 
02/98 $46 
12fl7 $44 
NOW $25 
Add On NOW $20 

DIx NOW $41 

NOW $39 
NOW $34 
NOW $39 
X-Coni Apocalypse NOW $39 

X-Cpm UFO Defense NOW $19 

X'Fiie 02/96 $48 

2 NOW $14 


I COMPUTER GAMES: WAR ] 

Actiiung Spiilue 

NOW 

$40 

Batllegrnd Sbilon 

HOW 

$30 

Gn Bills pl Hannibal 

1 NOW 

$46 

Sid Meier's Geltysbrg NOW 

$45 

Aegis 

NOW 

519 

Batllegrnd Wateripp 

NOW 

$32 

Harpoon 2 

NOW 

$19 

Stalingrad 

NOW 

$39 

Atnka Kofps 

04/96 

$42 

Civil War Generals 

HOW 

$48 

Harpoon 97 

HOW 

$44 

Sicel Panthers 2 

NOW 

$27 

Age ol Sell 

HOW 

$42 

Close Combal2 

NOW 

$46 

Napoleon in Russia 

NOW 

$42 

TAC0P$98 

02/98 

$40 

Aide de Camp 2 

12/97 

$44 

Close Combai 

NOW 

$38 

Over Ihe Reich 

NOW 

$39 

Tank Resistance 202402/96 

$39 

Battle ol Bulge 

03/98 

$42 

Oesve Ballls ol WW 

II NOW 

$43 

Pacilic General W95 

NOW 

$35 

Thud Reich 

NOW 

$39 

Batliegrnd Aniielam 

HOW 

$41 

East Front 

NOW 

$42 

Pacriic Tide 

NOW 

$45 

Tigers on Prowl 2 

NOW 

$42 

Batllegrnd Bulge 

NOW 

$28 

Final Liberation 

NOW 

$42 

Panthers In Shadov/s NOW 

$42 

VViplory Bundle 

HOW 

$28 

Batllegmd Bull Run 

NOW 

$42 

Flight Commander 2 

NOW 

$39 

Panzer Commander 

06/9B 

$45 

War Inc 

NOW 

$36 

Baniegmd Getiysbit 

1 NOW 

$32 

Great Battles Caesar 

03/9B 

$46 

Panzerbiilz 

03/98 

$42 

Waigmc CS3w/Cp 

1 NOW 

$19 

Battiegffld Mid East 

05/98 

$42 

Great Battls Alexnpr 

NOW 

540 

Prelude la Walerlpo 

NOW 

$45 

Whlsllmg Oeain 

02/98 

$40 





BOARD 

GAMES 






4 Battles Anc Wrid 

NOW 

$21 

Chancellorsville 

HOW 

$34 

Harpoon Box Sel 

NOW 

$41 

Rais 

NOW 

$24 

ASL Beyond Valor 

NOW 

$33 

Circus Maximus 

NOW 

$11 

Hislory ol the Wtid 

NOW 

$27 

Rebels & Redccais 

2 HOW 

$25 

ASLGung Ho 

NOW 

$38 

Civilization 

NOW 

$29 

Hobbit Adventure 

HOW 

$29 

Risk 

NOW 

$27 

ASL Hollmv Legions 

NOW 

$19 

Crisis Sinai 1973 

NOW 

$25 

Invasion Norway 

NOW 

$30 

Robo Rally 

NOW 

$33 

ASL Leal bernesk 

NOW 

$9 

Days Ot Decision 2 

NOW 

$42 

Ironsides 

NOW 

$28 

Sam Gram 

NOW 

$39 

ASL Paralrooper 

HOW 

$15 

Deluxe Dipipmapy 

NOW 

$42 

Jena 

NOW 

$38 

Samurai Swords 

NOW 

$35 

ASL Solo Rules 

NOW 

$29 

Die Hanse 

NOW 

$55 

KnightmareCbess 

HOW 

$13 

Scrabble Olx 

NOW 

$39 

Adv Squad Leader 

NOW 

$38 

Empire Builder 

NOW 

$25 

Krieg! 

NOW 

$32 

Seiner Catan Exp 

NOW 

$28 

Age of Renaisance 

NOW 

$42 

Feprtion & Empire 

NOW 

$38 

Lionot Ibe North 

NOW 

$29 

Space Chess 3D 

NOW 

$35 

Air Baron 

NOW 

$27 

Field Command 

NOW 

$30 

Lionheart 

NOW 

$35 

Space Hulk 

NOW 

$65 

Alamo 

NOW 

$15 

Fields ol Glory 

NOW 

$19 

London's Burning 

NOW 

$29 

Squad Leader 

NOW 

$23 

Ancient Empires 

NOW 

$29 

Fire in the East 

NOW 

$58 

Longstreet's Assault 

NOW 

$22 

Star Fleet Bailies 

NOW 

$25 

Axis i Allies 

NOW 

$35 

Geronlmo 

NOW 

$32 


NOW 

$23 

Texas Revolution 

NOV/ 

$18 

Axis & Allies Max 2 

NOW 

$4 

Gettysburg 

NOW 

$15 

Lunch Money 

NOW 

$16 

Titan; The Arena 

NOW 

$17 

Battle tor NAirica 

NOW 

$32 

Glory 

NOW 

$30 

Magic Realm 

NOW 

$23 

War ol 1812 

NOW 

$35 

Battles pace 

NOW 

$26 

Go 

NOW 

$22 

Necromunda 

NOW 

$65 

Wailiaimner40K 

NOW 

$65 

Batiietech 4tbEd. 

NOW 

$21 

Grand Prix 

NOW 

$19 


NOW 

$13 

Warbammer Fantas; 

, NOW 

$65 

Blue & Gray 

NOW 

$25 

Great War at Sea 1 

NOW 

$32 

Pain Doctor 

NOW 

$25 

We the People 

NOW 

$29 

Borodino 41 

NOW 

$22 

Haliov/ed Ground 

NOW 

$42 

Quebec 1759 

NOW 

$22 

World War One 

NOW 

$11 

Car Wars Deluxe 

NOW 

$21 

Hannibal 

NOW 

$32 

Rail Baron 

NOW 

$19 

Woild In Flame DIx 

NOW 

$90 


HINT BOOKS 



QuesI for Glory 5 
Red Baron 2 
SODA Oll-Roacl RcIng NOW $16 
SWAT 2 11/97 $16 

GEllyshiiigNDW $18 



COIVIPUTER GAMES: ARCADE | | COIVIPUTER GAMES: TRADITIONAL | 


Creep Nght NOW $36 
30UPbllLo5lCntnt NOW $39 
3D Ultra Pnbll Unltd NOW $29 
Crucible 03/96 $44 

Elecironic Pinbalt 
Fiogger 

Full Till Pinball 2 
Full Till Pinbit 
H.E.D.Z. 

Hyper 3D Pinball 


NOW $15 
NOW $38 
NOW $24 
NOW $18 
NOW $38 
NOW $12 
12/97 $39 


Looney Lbyrinth Pball NOW $29 
Overboard NOW $44 

Pinball Addiction NOW $25 
Pro Pinball TimeshockNOW $26 
Puzz3-D NOW $28 

Sonic 3D Blast NOW $30 
Star Trek Pinball 01/96 $25 
'/irtuaFigblBr2 NOW $39 
VlrtuaSquad2 NOW $39 
WWF Wrestling 30 12/97 $46 

Youngblood 12/97 $47 


Bildge Deluxe 2 
Brunswick Billiards 
Calz2 

ChessmaslerSSOO 

Clue 


NOW I 
NOW $29 
NOW $24 
NOW $19 
NOW $37 
NOW $29 
NOW $19 


Dogz 2 

Hong Kong Mati]ong NOW $21 
LEGO Sea Ctiallenge 01/96 $44 
MntyPytnnMngLfe NOW $45 
MntyPythnWsleTmeNOW $32 


Monopoly Slat Wars NOW $48 
Movioke 12/97 $38 

Sbanghal Dynasly 12/97 $40 
Simpsons VRSornglKlNDW $26 
Sony NOW $28 

Tamogotctil NOW $39 

Virtual Pool 2 NOW $36 
You Dni Know Jack 3 NOW S28 
YouDnlKnwJckTV NOW $28 
YouDntKnwJkUviesNOW $39 
YouOnlKnwJkXXXLNOW $38 


www.cdmag.com/chips.html 
or call 1-800-699-4263 

Source Coile 10962 


'STAR WARS RF3ET2,:ai' A Star Wars fantasy come 
IruQ, with 55 charactars and rEat-time play, Strategy 
portion lets players manage inanufacluring, lleet 
deployment and mission assignments. Innovative real- 
time 3D tactical component lets players micromanage 
battle sequences. 

Luoaaarts (Stianax) 
fteleose tace: 1/98 fC CD 552 

'7(h LEGION’ Play either the 7tli legion or the Chosen in 
levetish finger-blistering combat .Endless strategic 
choices and timed sub-missions in a futuristic war torn 
world. Progressive technology levels reveal advanced 
buildings, units and weapons. Over 50 action element 
cards and power-ups instantly turn the tied of battle. 
Micioprose (Strategy) 

Release Date: NOW PC CD $39 

‘STARCRAFT You must gather your resources to 
accomplish your goals, either freedom or galactic dom- 
ination. Play 30 different missions in space, on planets, 
within installations. Scenario and map editor allows 
you to create your own campaigns. 

Blizzard (Strategy) 

Release Date: NOW PC CD S48 


'HiHnTi' 300-3' Immerse yourself in a total 3D 



htnis (ScKteg/) 

telaise mte: 1/98 EC 03 S5d 


'MAH OF WAR’ Faithlully re-enacts an Admiral's life 
at sea circa 1765-1815 using actual battles and strate- 
gies. Conlains 12 historically accurate scenarios, large 
scale lleet action, and revolutionary real-time 3D first 
person perspective. 

Virgin (War) 

Release Date: NOW PC CD $37 


VA'CEH CBSF.AL II' conlams enhanced multimedia 
footage and scenario brielings. Also, all new cam- 
paigns. play some from the Allied side. New interactive 
terrain reflects battle damage. Multiplayer support. 

SSI {Wal 

Release Dace: hCt-J FC CD Sd?; 


oiE HA.MU7-; ’ Sail across the length of Medieval Europe 
as a merchant ol the Hanseatic League, vying to be the 
first to till your house with valuable goods. As you 
bathe the North Sea, you encounter pirates and block- 
ades as you make your way home. English translation 
included. 

Gares (Bcarciganc) 

R^ease CBCe: MIN HG $55 


'EUROPEAN AIR WAR’ Pilot 20 authentically modeled 
fighter planes from the American, British and German 
forces. Play in single mission, career or multiplayer 
modes.Includes virtual cockpits, flight lilm, radio 
communication and great sound and visual effects. 
Microprose (Simulation) 

Release Date: 2/98 PC CD $45 

■PAX IMPERIA 2’ Control every aspect ot a civilization: 
economics, research, espionage, exploration and 
diplomacy, Build a fleet of mighty warships or 
quietly establish economic dominion, the universe is 
yours to conquer, 

THQ (Strategy) 

Release Date: 01/98 PC CD $48 


‘POPDLOUSiTHE THIRD COMiHG’ Large strategies can 
be planned and enacted from fully playable global view. 
Various terrain varieties(mountains, oceans, aerial 
views) impose diflerent challenges on your warriors as 
you load thorn Into battle. 

Electronic Arts (Strategy) 

Release Date: NOW PC CD $45 

'STEEL PANTHERS III’ Command miiliinalional forces 
while auxiliary units enhance your core command. 
Includes weapon and unit Information lor 20 World War 
II era and 40 post WWII era countries. Comes with 6 
lull campaigns and over 40 individual scenarios. 
Mindscape (War) 

Release Date:11/97 PC CD $39 
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‘FIGHTER SQUADR0N;5CREAM1H‘ DEMONS OVER 
EUROPE' No comlial simjlallon has leatured such 
flight realism, graphical detail or active game environ- 
ments. Each ol the nine planes flies just like its 
real-world counterpart, and contains 30 unique 
scenarios. Planes take damage on a per-polygon basis, 
which realistically and adversely aflects handling . 

Activision (Simiiialion) 
Release Date: 12/97 PC CD $52 


•TOMB RAIDER Z’ Lara’S back, and bettor lhan ever, 
with new moves, a new underwater environment and a 
wholfl new arsenal, Explore huge, exotic platform- 
based 30 environments around the world, solve puz- 
zles and kill baddies. 

Eidos (Action) 
Release Date: NOW PC CD $49 


‘QUAkE ir Quake was lust foreplay. Now comes Quake 
II, Includes larger, mission based levels, superior artifi- 
cial intelligence, and wicked multiplayer capabilities. 
Experience smoother 16 bit graphics and real-time 
lighting effects. 

Activision (Action) 
Release DatetNOW PC CD $43 


'UNREAL' In one seamless flowing world, race across 
vast outdoor and indoor environments, enter enchanti- 
ng cities, and mysterious temples. Use Unreal's easy lo 
use objecl-orienled level-editor to design your own 
levels. 

GT interactive (Action) 
Release DatetNOW PC CD $45 


‘BLADE RUNNER' Armed wilt) your Investigative skills 
and the tools of the Blade Runner trade, you’ll be 
immersed in a world lliat lives and breathes around you 
with breakthrough lighting and visual efiects. Interact 
with over 70 motion captured characters, all with Al 
and their own agendas. 

Virgin (Adventure) 
Release Date: NOW PC CO $53 


'ROMSOFT E PACK’ Double Down, Doors 
of Passion 2, Sensuous Girls in 3D, 
Massive Melons, Touch Me, Feel Me and 
Private Screenings are v/hat you’ll get in 
this sexy 6 pack! 

Romsolt (Adult) 
Release Date: NOW PCB-CD$3E 


'HEAVY GEAR’ Pilot one ot 16 Heavy Gear war 
machines, as well as Striders and other armored vehi- 
cles. Gears are capable of agile, humanoid movemenls. 
Construct your own Gear, then pilot It with your exact 
cuslomuatlons. 

Activision (Simulation) 
Release Date: NOW PC CD $44 


'CH GAMESTICK 1 4’ The comlortable base Is equipped 
with 14 functions, a slide throttle, trim controls, tv/o 
directional pads and patented gimbal. Designed for 
both left and right [landed gamers. 

CH Products (Hardware) 
Release Date: NOW PC $60 


'STRIP POKER PROFESSIONAL VOL T combines the 
action ot 5 Card Draw with some very different table 
slakes, 4 gorgeous opponents who are willing & able to 
bet it all lor the chance to beat the pants off you! 

Art Worx (Adult) 
Release Date: NOW CD $39 


‘CH RACING SYSTEM' Become a road warrior with the 
system that was built lor speed and durability. System 
comes complete with a high-performance racing wheel 
with 160 degree range ot motion, four push buttons 
and foot pedals tor acceleration and braking 

CH Products (Hardware) 
Release Date: NOW PC $85 


COMPUTER GAMES: SIMUUTION 


1943 EuiG Air War 


AH84 Hash Pel Korea 

AHX-1 

ATF 98 

Aces: X-Fjghters 
Air Cmbl NvyFIrs 97 
Anaichy 
Anilretti Racing 
Armorea Fi512 
CART Racing 
Comanche 3 
Conlrmed Kill 
Deep Six 

Destruclion Derby 2 
EF 2000 V 2 
Eanhsiege 3 
Extreme Assault 
F-15 


02/98 $45 
NOW S46 
NOW $46 
INOW $25 
NOW $47 
NOW $46 
03, -98 $49 
NOW $45 
02/98 $41 
NOW $45 
NOW $46 
NOW $29 
NOW $39 
04/98 $46 
03/98 $46 
NOW $43 
NOW $45 
01/98 $49 
NOW $43 
02/98 $48 


F-16A[iressor 
F-22 ADF 
f-22 Raptor 
F/A 18 Korea 
F16 F/ghing F, 

FA IB Hornet 
Falcon 4.0 
Falcon Gold 
Fghing Ficn Bek Bgdd 
Flight Unlimited 2 
Flying Corps Cold 
Formula 1 CE 
Glider Wats 
Hatdwar 
Harrier 2020 
Inlerslale 76 
Inlerslale 77 
J Fgtiir Lghlnmg Strk 
JelFigmer3 
Jet FighlerSMissn 


02^8 $48 
NOW $48 
NOW $46 
NOW $43 
NOW $48 
NOW $44 
04/98 $52 
NOW $25 
NOW $26 
NOW $44 
HOW $39 
NOW $44 
03i98 $32 
HOW $46 
HOW $45 
NOW $39 
02/98 $46 
NOW $43 
NOW $35 
NOW $25 


Iini RiitAsr Piiia 

Jel Fighter Fli Burn 12/97 $46 
Jel Fighter Piahnum NOW $38 
Jwni Strike Fighier 12/97 $44 
Ml Tank Platoon 2 06/98 $52 

MS Flight Sim 98 NOW $52 
MWMeicenaiies3DlxN0W $48 
Meet! 2 Batllepack NOW $48 
MechWarrior 3 06/98 $52 

Monstr Trek Mdnss NOW $40 
Moto Racer GP NOW $43 
Nascat Racing 2 NOW $39 
Nascar Racing 2 MngrNOW $25 
Need lor Speed 2 SE NOW $44 
Nuclear Strike NOW $42 


Outlaw Racers 
Privateer 2 SE 
Racing Days 
Red Baton 2 
Redline 


03/98 $39 
HOW $39 
NOW $44 
12/97 $47 
mi $46 


SODA Oll-Road Rcng NOW $46 


COMPUTER GAMES: ACTION 


03/98 $48 
12/97 $40 
NOW $36 
lit Pk NOW $16 
NOW $23 
02/98 $46 
Daikataiia 03/93 $49 

Dark Frees JediM5snOi/98 $32 
Dark Frees JedI Knght NOW $50 
Dark Vengeance 03/98 $45 


Catmageddon 
Carmageddon E 
Chasm 
Chromofotm 


Dead Unity 04/98 $45 

Death Trap Oiingedn 01/98 $48 
Deliance NOW $39 

Dreams to Reality NOW $40 
Duke 3D Ules Beach 12/97 $19 
Duke Nukm 3D Almic NOW $34 


ish Feast 
III Lite 


I $44 


Nighilall 
Postal 
Pfoliieer 
Quake Ml 
Quake; X- 


02/96 $44 
NOW $40 
03/98 $45 
'ea NOW $29 
Qke12/97 $22 
Redneck Rampage NOW $36 
Redneck RampgeLvIsNOW $19 
Requiem 04/98 $46 


COMPUTER GAMES: SPORTS 


British Open Colt 
FIFA Road WrIdCp 
FPS Baseball 98 
FPS Football 96 
FPSGolt Bundle 
FPS Skiing 
FPSTrophyBassRvrsNOW $48 
Grand Slam '97 NOW $43 
Grant Hill Fam Bskbl NOW $25 


NOW $24 
NOW $46 
NOW $28 
NOW $29 
NOW $39 
NOW $47 


Hardball 6 01/98 $46 

Heroes ot Iron Grid NOW $44 
Legends of FB 98 NOW $39 
Links LS 98 NOW $33 

Links LSCngCtryClb NOW $19 
Links LS Davis Love NOW $25 
Links LS Oakind Mils NOW $19 
Links LSValdcrrama NOW $19 
Links LS Valhalla NOW $19 
MS Baseball 30 NOW $46 
Madden FB 98 NOW $45 


NOW $34 
NOW $34 
NOW $42 
NOW $45 
NOW $45 
NOW $42 
NOW $42 
NOW $45 
NOW $34 
NOW $35 
PGA Tour Class Orel NOW $19 


NBA Action 98 
NBA Live 96 
NCAA Football 98 
NFL QB Club 98 
NHL Breakaway 98 
NHL Hockey 98 
NHL Power Play 98 


COMPUTER GAMES: HARDWARE 


3D Magic Accelerator NOW $99 
3D Spex NOW $69 

ATI Expression 2MB NOW $77 
ATI Xpert at Play 4MB NOW $169 
ATI Xpert at Play 6MB NOW $219 
AflEcACSPvirCbe Pis NOW $142 
Assassn 3D Contllr NOW $59 
Assassn3DW/WgmnNOW $99 
BOCA 56K F/M Ext NOW $132 
B0CA56KF/Mlnl NOW $109 
CH F16 Combalsbck NOW $60 


CHF16Fighterstick NOWS' 
CH Force FX NOW I 

CH Game Card 3 Auto NOW i 
CH Gameslick 4 NOW ! 
CHJanesCombtSickNOW ; 
CH PC Gamepad NOW I 
CH Pro Pedals NOW I 
CH Pro Throttle NOWS 
CH Racing Wheel NOW I 
CH Virtual Pilot Pro NOW I 
Creative Encore DVD NOW S: 


Diamond Monster 3D NOW $189 
Gravis PC Gamepd ProNOW $26 
int Ininse 3D Rush NOW $199 
Joyswitch HOW $42 

Labtec LCS 2612SpksN0W $112 
Liech Cybeiman 2 HOW $99 
LtechWingMnWrnotNOW $85 
MS Sidev/indcr Pro NOW S44 
MS Sidewinder FFPtoNOW $149 
MS Sidewndr Prec Pr NOW $68 
MS Sidwinder Pro Pd NOW $39 


COMPUTER GAMES: ADULT 


Adult Image Lib 2-1' 
Alt Night Long 
Amateur Models 2 
Anal Asian 2 
Anal Blackjack 

Asian Paradise 
Asian Pearls 3 
Aslan Silk 
Asians Wonderland 
AssTroids 
Bangkok Nights 
Bankok Eeaulies 
Black Book 
Black Nurses 
Blondage 
Bordetlina 
Busty Babes 3 
Busty Babes 4 
Cabin Fever 
Celebrity Nudes 
Club 21 

Crystal Fantasy 
CyberXperlencD 
Oada House 
Oeep Throat Girls 5 
Deep ThrtGrls 4Pk 
OirlyDebutniePk 
Drva X Atiana 
Diva X N3 
Diva X Rebecca 
Doll House 
Domin-A-Ttix 
Domin-A-Ttix 2 


NOW $25 
NOW $16 
NOW $22 
NOW $19 
NOW 528 
NOW $29 
NOW $39 
NOW $24 
NOW SI6 


NOW $39 Face Ja 


Dream Machihe 
Dream Mactiine 2 
Duke Screv/'em 
Elite Amer Mdls 4 
Elite Euro Mdls 4 
Elite Models 4 
Eros 3 
Erotic Asia 
Erotic Playground 


Fanlascenes 
Fanlascenes 3 
fanlascenes Anal 
Fun House 
Geisha's Secrels 
Girllriend Donna 
Girllriend Ten 
Girllriend Tracy 
Girls Doin' Girls 2 
Glamor Girts 3 
Heidi's Girls 
Hist 01 Blue Movie 


NOW $29 Hot Le 


Japan Interactive 
Japanese Pearls 
Kama Sutra 
La Blue Girl 4 


NOW $36 
NOW $49 
NOW $46 
NOW $19 
NOW $19 
NOW $19 
NOW $24 
NOW $26 
NOW $9 


NOW $30 
NOW $39 
NOW $24 
NOW $12 
NOW $49 
NOW $39 
NOW $39 
NOW $19 
NOW $19 
NOW $19 
NOW $15 
NOW $25 
NOW $19 


Mystena 

Mystique Orient 2 
Neurodancer 
Nighlwatch Int 3 
Oriental Syndrome 
Oiiit Side Chelsea 
Outpost 69 
Pantlor...AAAH's 
Pandora's Poker 
Passidh Poker 
Penetration 
Penthouse IA6 
Pink Passion 
Platinum Six Pi 
Poker Parly 
Porno Poker 
Porntris 

Private Coilctn 2 
Private Investigaioi 
Private Plsr Park 2 
Private Prison 
Racquel Released 
RacquelleinWild 
Rodney Rubber 
flomsott Six Pack 
RomsotlSixPk2 
Room lor Rent 
Ropes & Chains 
Samurai Pcivert 2 
Scissors N Stones 
Seen Tteas Japan 
Select a Pel 2 
Sex TV 2 
Sex With Asia 


NOW $35 
NOW $19 
NOW $32 
HOW $46 
NOW $22 
NOW $29 
NOW $40 
NOW $16 
NOW $19 
NOW $29 
NOW $16 
NOW $39 
NOW $12 
NOW $44 


ptices 


SU-27 Flanker 2 NOW $4 
SU-27flnkr2Ad0-On03.^8 $2 
SU-27 SquadmCE HOW $2 
SabiAce NOW $4 

Screamer 2 NOW $2 

Setmn Oemns Eurpe 12/97 $5 
Sierra Pro Pilot HOW $4 
Silent Hunter 2 09>'98 S4 

Sint HnIrPitl 1-3 ea NOW SI 
Soearhead NOW $4 

Spearhead Exp Pack 12/97 $2 
Stealth Reaper 2020 12/97 S3 
Tank! 02/96 $4 

Test Drive 4 NOW $4 

Touring Car 01/98 $4 

Wing Commander 5 12/97 $4 
X-V/ingVTeCmpt NOW S3 
X-Wng VTie Fgnier NOW $5 
IF-22 Raptor NOW S3 

IPanzerda 02/98 $4 


Resident Evil NOW $4 

Ruins 02/90 $4 

Shadows ot Empire NOW $5 

Sin 02/98 $4 

SpecOps NOW $4 

Take No Prisoners NOW $4 

TresDa5srJts5icPatkl2/97 $4 
Twisted Metal 2 NOW $4 

Unreal Add-On 01/98 St 

WreckinCrew 12/97 S4 


PGA Tour Pro 3-D NOW $5 
PGA Tour Pro Lablop NOW $2 
PGA Tour Pro NOW SE 
Pro Golf NOW $4 

SimGoll NOW SI 

Ten Pin Alley W95 NOW $4 

Tony LaRussa 4 NOW S-r 

Triple Play 97 NOW $/ 

Triple Play 98 NOW S4 

Trophy Bass Deluxe 12/97 SJ 
Vfl Baseball 97 NOW $4 


Nintendo PC 30 Jystk NOW S' 
Sound Blaster 64 Val NOW St- 
Space Orb 360 NOW S: 
TMF16TOS NOWSK 

TMF22Pro NOW St: 

TM Gams Card NOW S: 
TM Nascar RacngWhiNOW St: 
TM Rage 30 Pad NOW 
VFXl Virl Really HG NOW $6! 
Verbal Commander NOW Si 
Yamaha SBS 300 NOW Si 


Sex With Jena NOW $4 

Sex In Public Place NOW $1 

Sex with Rocky NOW $4 

Sex: The Game NOW $3 

Shaved Pink NOW SI 

Shock:The Game NOW $4 

Space Sirens NOW SE 

Space Sirens 2 NOW SE 

Strip Figtitcr NOW $4 

Strip Poker Pro 2 NOW SE 

Sushi Bar Girls NOW SE 

Tabloid Beauties NOW $1 

Time Warp NOW $4 

Tokyo Glamr Girts NOW $! 

Tokyo Nighliite NOW $< 

Tokyo Nymphs NOW Si 

Twin Angels 2 NOW SE 

Ultimate Tokyo NOW SE 

Ullia Slots NOW SE 

Ultra Vixen NOW S' 

Vampire's Kiss NOW $; 

Venus 6 NOW SE 

Venus Playhouse NOW SE 

Village Collection NOW Si 

Virgins Vol 3 NOW Si 

Virtual Golden Eye NOW $. 

Virtual Sex 2 NOW $ 

Virtual Sex Shoot NOW $■ 

Virtual Valerie 2 NOW $: 

Virtual Veronica NOW $ 

Virtual Victor NOW $ 

Virtually Yours 2 NOW $ 

You Don t Kno-.v Dick NOW $: 

Zoom NOW $ 


CSVI1S«P7 



«e/eases 


Open 24 1 


Order www.cdmag.com/chips.html 
Online Of Call 1 - 800 - 699-4263 


COMPUTER GAMES: ADVENTURE 


7111 Guest 2 lIlhHourNOW S29 
7lhGuE5l2W95 NOW S29 
AQe'sOdysee 


Titu Riume pRict Tins 

Duels ol Plareswikrs NOW SJ6 Lst FIs Shilk HI. 


Aden Quest 
Adienit Crisis 
Albion 


NOW $47 
01198 $43 
01/98 $45 
NOW $19 


Alien Inteiiifience 02/98 $45 
Alone in Dark Trilogy NOW $25 
Armed and Delirious NOW $46 
Aslteron'sCall 02i'98 $48 
Badlands 02/98 $46 

BeavisBultlidVirtSi NOW $29 
Black Dahlia NOW $48 
Blade Runner NOW $53 
Byzaniine NOW $46 

Callalins Crstm Sloon NOW $25 
Curse ol Monkey Isle NOW $39 
DaikCameiot 03/98 $48 
Dark Earth NOW $46 


NOW $47 
NOW $42 
NOW $45 
HOW $40 
NOW $23 
NOW $29 
NOW $39 
NOW $19 
06.'98 $48 


Fable 

Fighting Fantasy 
Full Throttle 
Gabriel Knight 2 
Galapagos 
Gateway 2 
Glim Fandango 
ID4: Independence Dy NOW $44 
Island ol Dr Moreau NOW $40 
iznogoud 12/97 $42 

Journeyman Projcl 3 01/98 $46 
K07.Princeless Gride NOW $19 
K0a:Ma5k of Elernily 01/99 $48 
USI Express NOW $32 

Leisure Suit Larry 7 NOW $48 
Lost Mnd Dr Brain 2 NOW $42 
Losi Vikings 2 NOW $28 


Myst 

Nouerhood NOW ! 

Obsidian W9S NOW 1 

Pandora Direclive HOW I 

Paiiiot Games NOW 1 

Pegasus Prime NOW S 

Phantasmagoria 2 NOW S 

Planetlall 01/98 ! 

Police Quest 5 SWAT NOW : 

Rama NOW 5 

Redguard NOW S 

Respect Inc 03/98 ! 

Relum to Krondor 02/98 S 

Riana Rouge 01/98 S 

Ripper NOW S 

Rivers ol Dawn NOW i 

SCARAB NOW S 

Siege olStormbaven 1098 S 

Space Bar NOW $ 


Tmr Reuut Pbu 

Space Ouesi 3000 01/98 $45 

Spycrafl NOW $25 

Star Trek Voyager NOW $43 
Star TtkJdgRt Coll NOW $33 
Star Trk Sir Fit Acad NOW $48 
Starship Titanic NOW S48 
Sir Trk Sort Vlcn Fry 12/97 S48 
Super Stardust NOW $31 
Temu]in NOW S45 

TmeLapseAncCivil NOW $32 
Titanic Jrny Out Time NOW $33 
Tme Wrp Dr Brain NOW $33 
Tpne Rebeliion NOW $41 
Trial 01/98 $44 

Twinsen’s Odyssey NOW $44 
UndBrKiiiingMoon NOW $14 
Versaiiie NOW $44 

Warcralt Lord ol CIns 06/98 $46 
Yoda Stories NOW S19 
Zork: Grnd Inquisitor NOW $43 


COMPUTER: ROLE PLAYING 


Arena Deluxe 
Baiiiespire 
Belrayal in Antar 
Broken Sword 
Buccaneer 
Dark Project 


NOW S19 
HOW S47 
12/97 S49 
NOW S37 
NOW S42 
NOW S34 
NOW $49 
NOW $37 
NOW $26 
NOW $48 


Dragon Lore 2 NOW $39 

Dungeon Master 2 NOW $15 

Elder Scrolls 2 NOW $39 

EldrScrllsMrrowind 02/98 $54 


Elrlc 


$45 


EvetQuesI 04/98 544 

Ffl DescentUn0ermln12/97 $42 

Fallout NOW $45 

Final Fantasy VII 02/96 S46 

Forsaken 01/9B S42 


KntghtsXenlrPGt3 NOW $34 
Lands Lore GtdnsOsi NOW $48 
Lands ol Lore HOW S25 
Legcy Kain Sid Onin NOW $40 
Mights Magic 8 04/98 S49 

Mights Magic 5 LE 04/98 $56 
Quest lor Glory 5 01/99 $48 

Realms olHaunlmg NOW $39 
Redemption 02/93 $43 

Rims Ark Shadow RvaNOW S36 


PEN/PAPER ROLE PLAYING GAMES 



SepterraCoie 01/96 S4B 

Shadows ol Death 03/96 $43 

Skyrealms ol Jorune NOW $33 

Star Trail NOW $29 

Star Trk Final Unlly NOW $32 

Stonekeep NOW $25 

Swords ol Heroes 10.98 S46 

uilima 7 Series NOW $15 

Ultima 8 Pagan NOW $15 

Ultima Online NOW SS3 


NOW $14 
NOW $20 
NOW $15 
NOW $19 
NOW $21 
NOW $11 
NOW S7 
NOW $11 
NOW $7 
HOW S2I 


Robotech Invid Inv 
RbbolBch ROF Mnl 
Robolech 
Roboiech Zentaedl 

Shadowrun 
Skyrealms Jorune 
Species 

Star Wars Sicbk 
SiarWais Revised 
SI9 Travellai 
S13 Vampire 
$12 Vampire Play Gde 

$30 Warhmr Fantasy 

$18 Werewoll 
$1G Wilchcratt 
$22 Wraith 


NOW ! 
NOW $17 
NOW S21 
NOW $19 
NOW $25 
NOW $24 
NOW $24 
NOW $19 
NOW $19 
NOW $24 
NOW $20 
NOW $24 


COLLECTIBLE CARD GAMES 


MTG 51h Ed BP NOW $2 

MTG Slh Ed SO NOW $7 

MTG Chronicles BP NOW $1 

MIG Mirage 8P NOW $2 

MTG Mirage SO NOW $8 

MTG Tempest BP NOW $2 

MTG Tempest SD NOW S8 

MTG Visions NOW S2 

MTG Weatharlight NOW $2 

MTG Homelands NOW 51 


MTG Fallen Emps NOW $1 

Mid Earth Dragons HOW $2 
Mid Earth DrkMIn 
Mid Earth Wiz BP 
Mid Earth Wiz SO 
Monty Python SD 
Monty Python BP 
On Ihe Edge SD 
Star Trek Booster 
Star Trek NG At U NOW S2 


NOW $2 
NOW S3 
NOW S9 
NOW 59 
NOW S3 
NOW $3 


Star Trek NQ BP 
Star Trek NGHdck 
Star Trek NG 0 
Star Trek Starter 
Star Trek TNG SD 
Star Wars BP 
Star Wars SD 
Tank Commander 
X-Files 
X-nies 


SONY PLAYSTATION 




NOW $42 
NOW $29 
01/96 $44 


NOW $44 
NOW $52 
NOW 546 
NOW $44 
NOW $46 
01/98 $56 
NOW $59 
NOW S50 
NOW S44 
NOW S46 
NOW S46 


Grand Theft Auto 
Jet Male 2 
Madden FB 98 
Monster Rancher 
NBA Live '98 
NHL Pov/arplay '98 
Nighlmare Creatures 
PGA Tour '96 
Parasite Eve 
Rampage WridTr 
Ray Storm 
Resident Evil 2 
ReveiaimPersona 
Steel Reign 
Street Fighter EX 
Suik 00 en 2 
Tactics Ogre 
Tomb Raider 2 
Triple Play 93 
Wild Arms 


NOW S51 
NOW S42 
NOW $44 
NOW $44 
NOW $44 
NOW $44 
NOW $46 
NOW S46 
0298 S69 
NOW $46 
NOW $44 
01/98 S52 
NOW $45 
NOW $42 
NOW $44 
1297 S46 
1297 $46 
NOW $49 
NOW $46 
NOW $42 


Conira 

Courier Crisis 


Game Shark 
Guardian Heroes 
Here's Advenlures 
Hexen 
Last Bronx 
Legend of Oasis 
Lost World 
Lunacy 

Lunar Dlreelor Gut 


NOW S52 
NOW $46 
NOW S34 
NOW $52 
NOW $39 
NOW $46 
NOW $49 
0196 646 
NOV/ $44 
1297 $46 
NOW $46 
NOW $46 
NOW $22 
NOW S42 
NOW $49 
NOW $46 
NOW $34 
NOW $44 
NOW $52 
1297 $46 


Magic Knight Ray 
Marvel Super Hero 
Mega Man X4 
NBA Action 96 
NHL Hockey '98 
Nascar 96 
PT0 2 

Resident Evil 
Sega Ages 
Shining Holy Ark 
Shining Wisdom 
SimCity 2000 
Tunnel B1 
VMX Racing 
Vfl Soccer 
VIrtua Fighter 3 
VIrtua Racing 
WWFWresilin3D 
WingAms 
Series 98 


1297 S52 
NOW S42 
NOW $36 
NOW $49 
NOW $46 
NOW $46 
NOW $52 
NOW $44 
NOW $40 
NOW $46 


NOW $46 
NOW $46 
NOW $49 
02/96 $54 
NOW $29 
0198 S50 
NOW S29 
NOW S46 


Source Code 10962 


‘KINGS QUESTS; MASK OF ETERHITT We masterlully 
combine a revolutionaly 3-D action engine, complex 
3-D worlds and high Interactivity with the best features 
of tho King's quest universe: fantastic characters, fast- 
paced puzzles and a compelling story. 

Sierra (Adventure) 

Release Date;12/97 PC CD$48 

‘OF LIGHT AND DARKNESS' Once every thousand 
years, gates open between the waking world and the 
realms of dream time, offering opporlunilies to those 
who dare, to save humanity from exfinclion. Now is the 
lime to stop catastrophes that could usher In a thou- 
sand years of darkness. 

Interplay (Adventure) 

Release Date: 11/97 PC CD $45 

'MYST 2' will provide an explorafton experience 
through e new world filled with 7,000 images, over an 
hour ol animalion and original music, requiring acute 
skills ol observation. 

Sroderbund (Adventure) 

Release Date: NOW PC CO $46 


‘TEX MURPHYtOVERSEER' contains a riveting script 
and a stellar cast, an exciting addition to the series. 
High color 3D "Virtual World" environment, movie qual- 
ity 30 Ips video, unique characters who respond to your 
words and actions. Two levels of play, for expert 
gamers and first-lime adventurers. 

Access (Adventure) 

Release Date: 12/97 PC CD $43 

'BALOUR'S GATE' is set in the legendary Forgotten 
Realms campaign world. Uses a transparent Interface 
an gameplay that uses a real-time modification ol the 
ADD rules system. There are over 60 monsters to light, 
you conlrol a party of six each with unique abilities 


and personas. 

Interplay (Rofepiaying) 
Release Date: NOW PC 


CD $45 


'DEFIANCE' You are a test pilot for an awesome new 
weapon when suddenly it Is no longer a test. First 
person combat simulator, four levels of firepower, 
missiles and auxiliary weapons. Twin beam laserlok 
firing system. 

Avalon HIM (Action) 

Release Date: NOW PC CD $39 

‘STAR WARS’ This roleplaying game plunges you inio 
the breakneck thrills and pulse-pounding excitement of 
the greatest space fantasy of all lime! Face overwhelm- 
ing odds and impossible challenges. May the force be 
with you! 

West End Games Pen/Paper RPG) 

Release Date: NOW RPG $25 

‘MAGIC THE GATHERING 5TH EOlTIOff This deck con- 
tains 60 tradable game cards, randomly assorted, plus a 
rule book. Each playor must have a deck. This deck may be 
enhanced with more cards sold In booster packs. 

Wizards of the Coast (Card game) 

Release Date; NOW CG $7 


TIME CRISIS’ Blast through the original arcade hit, 
with an all new shooting scenario. Comes with the most 
accurate gun available lor PlayStation, which has a 
button allowing you to escape incoming bullets, not just 
absorb them, 

Namco (Shooter) 

Release Date: NOW PSX $52 


‘MAGIC KNIGHT RAYEARTH' Three Japanese school- 
girls must save a Princess to restore peace to the land. 
Breathtaking animation with over 90 minutes ol audio. 
When you talk lo characters in Ihe game, they reply! 

Working Designs (Rolepining) 

Release Date: NOW SAT $52 

‘HEAT INTERNET GAME NETWORK' allows people to 
play Iheir lavorite multiplayer PC games over the Inter- 
net. Provides the fastest gameplay achievable over the 
internet. Includes 6-month pre-paid membership. 

Segasoft 

Release Date: NOW PC CO $27 
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Coming soon to retailers everywhere"^ 
OR CALL 1 ' 800 ' 874'4607 
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HOPP 


Fuuy-configurable, 

EASY-TO-USE INTERFACE 


Epic stor^ 

PACKED 





mUKbiliia, lfULL_ 




HOLJDAY SHOPP 


Westwood Studios 

INIEODUCES THE 


Highly reactive bi^ 

360* MOVEMENT fi D 1 


ERIENO™ THE 
HISTORY OF 
CILE PLAYING 
GAMES. 


An awesome array of spells and 

INVENTORY ITEMS FEATURED IN I5 
CHALLENGING AND ENCHANTING REALMS 


OF i I 

GUARDIANiQE,DESTlNY. 





Software Development & Publishing Porlners 


7944 E. Beck Lane Ste. #240 • Scottsdale, Arizona 85260 

CIRCLE READER SERVICE #283 
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Immersive. Intuitive. 
Inexplicably challenging! 


A hero that chants. Enemies that sleep. A trusty steed that can’t be trusted. Sound odd? Welcome to Oddworld. 
Unlock Abe’s powers and take an Incredible journey through the most surreal 3D-rendered world in creation. 

A world where you can talk (talk!) to other characters with just your keyboard and your brain. A world where every 
hungry creature is an enigma of lifelike behavior. A world where your race is pie-filling...unless they find a savior. 
Trust in Odd and enter a brave new world of computer gaming. 




ODDWORLDoiD 
iKHaiums V 


CIRCLE READER SERVICE #180 
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HOLJDAY 3HQPPHR 



sophisticated game universe ever created is at your control 


CIRCLE READER SERVICE #127 
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FREE PRODUCT INFORMATION 



IT’S AS EASY AS 1, 


1, Filhn your name and address and deck off 2. Circle tie numbers on lie card Hat correspond to 3. Tie lileralure will be mailed to you from 
your answers to the seven researcl questions. He ads or articles you’d like more information about. tie advertiser tree ot clarge. 


CIRCLE FOR FREE INFORMATION Void after April 30, 1998 
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sloleducillDnllial 
one only) 
or less 


01,*aiBMlomp«R)le^^^^ st; 


03. □ Amiga 

04. □ Dedicated game macline 

05. □ None 

3. If Intel, what level? (Check one only) 

01, □ Power PC 

02. □Pentium (586) 

03.0486 

04. D386 
05.0 286 


4. Do you own (or plan to buy in neil 6 month]) 
aCb-ROH? (Check one only) 

Ot.OOwn 

02.0 Plan to buy (6 months) 


5. How oNen do you usually buy computer games? 

(Check one only) 

Name 

1 


CGWir98-4 

1 

03. □ Once a month 


Telephone 


06.0 Once a year 

1 ■ 

1 


Company Name 




01. GIndependentcomputerstore 04, □ Computer store chain I 

02. □ Consumer electronic store 05. □ Direct from vendor * ' 

03. □ Hass merchandising store OB.GMailorder Address 


7. What is your (and others In household) lavorlle type 
at game? (Check one in each column) 

Yoursell Other 1 Other? 


01. Strategy 




02. War/I.tililary 




03- Role Playing 




CM. Brain Teasers 




05. Card 




06. Sport 




07. Aclion/Arcade 




08. Educational 




09. Adventure 





City 


State 


Zip 


4. □ Please send me a one-year (12-issue) subscription to Computer Gaming World for S27.94 
(U.S. price): all other countries add S16.00 for additional postage. 


in a Hurry? Fax This Card To: 609-829-0692 







BUSINESS REPLY MAIL 


FIRST-CIASS MAIL PERMIT NO. 816 RIVERTON, NJ 


POSTAGE WILL BE PAID BY ADDRESSEE 


POBOX 10126 
RIVERTON, NJ 08076-8626 
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Media Game Extreme 


Intel 1 66MHz Pentium® Processor with Technology 

Intel AN430TX Motherboard with 51 2K cache & USB 
1 6 MB EDO DIMM / 1 ,44MB Floppy 
3 GB EIDE Hard Drive 

S3ViRGE 3D W/4MB EDO RAM (METABYTE GIA 3D) 

Yamaha Sound on board 

16XCDROM 

104 Win95 Keyboard & Mouse 

Diamond Supra 33.6 voice Modem <t^ qqq 

Mini-ATX CASE with 235 Watt Power Supply ^ 
Microsoft windows 95 & McAfee VirusScan 
Monitor Sold Separately 


l\/IGPX200 Featuring: 


Intel 200MHz Pentium® Processor with MMX™ Technology 

Intel AN430TX Motherboard with 51 2K cache & USB 

32 MB EDO DIMM / 1 .44MB Floppy 

3 GB EIDE Hard Drive 

S3 VIRGE 3D with 4MB EDO RAM 

Yamaha Sound on board 

16X CDROM 

Diamond Supra 33.6 voice Modem 
1 04 Win95 Keyboard & Mouse , qq 

Mini-ATX CASE with 235 Watt Power Supply ^ 

Microsoft windows 95 & McAfee VS Scan 
Monitor Sold Separately 

Intel 233MHz Pentium® Processor w/MMX''’'^ add $125 


NoIb, Intol Inside Logo and Pentium are registered trademarks and MMX Is a trademark of Intel Corporation. All other names are properties 
o( their respective corporations. Price and specifications are sub]ecl to change without notice. Not responsible lor typographic errors. Good 
only while supplies last. 



Media On™ Graphic Extreme 


MEPX200 Featuring: 


• Intel 200MHz Pentium® Processor with MMX™ Technology 

• Intel AN430TX Motherboard with 512K cache & USB 

• 32 MB EDO DIMM/ 1.44MB Floppy 

• 4.5 GB Ultra Wide SCSI w/UW SCSI Controller 

• 3D Video w/ 4MB RAM 

• Yamaha Sound on board 

• 16XSCSICDROM 



• Intel 233MHz Pentium® II Processor 

• Intel PT440FX Motherboard 

• 32 MB EDO RAM/ 1.44MB Floppy 

• 4.5 GB Ultra Wide SCSI w/UW SCSI Controller 

• MATROX3Dwith4MBEDORAM 

• Yamaha Sound on board 

• 16XSCSICDROM 


• 100MB SCSI Internal ZIP Drive 

• Diamond Supra 33.6 voice Modem 

• 1 04 Win95 Keyboards Mouse 

• Mini-ATX CASE with 235 Watt Power Supply 

• Microsoft windows 95 & McAfee VS Scan 


$ 2,155 


• Miamond Supra 33.6 voice Modem 

• 104 Win95 Keyboard & Mouse 

• Mini-ATX CASE with 235 Watt Power Supply 

• Microsoft windows 95 & McAfee Virus Scan 



CIRCLE READER SERVICE #102 


$ 2,399 



pentium®|[ 




A MONTHLY SURVEY OF CGW SUBSCRIBERS 


THE COMPUTER GAMING POLL 


I ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined 
I with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return 
■ it with your ratings so that other gamers and game publishers can bjmefit from your feedback. 
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TOP ACTION GAMES 



1 

Quake Pack 2: Dissolution of Eternity 

id Sottware/Rogue 

9.04 



2 

Quake Pack 1: Scourge of Armagon 

id Software/Ritual 

8,97 



3 

Duke Nukem 3D 

3D Realms 

8.30 



4 

Tomb Raider 

Eidos 

8.27 



5 

Crusader: No Remorse 

EA/Origin 

8.09 



6 

Quake 

id Software 

8.02 



7 

The Need for Speed SE 

EA 

7.99 



8 

Crusader: No Regret 

EA/Origin 

7.78 



9 

Interstate 76 

Activision 

7.55 


■ 


MDK 

Shiny 

7.55 


■ 



TOP CLASSIC/PUZZLE GAMES 


k 


1 You Don’t Know Jack II 

Berkeley Systems 

8.57 

2 You Don't Know Jack 

Berkeley Systems 

8,21 

3 You Don’t Know Jack Movies 

Berkeley Systems 

6.08 

4 You Dun’t Know Jack Sports 

Berkeley Systems 

7,72 

5 Power Chess 

Sierra 

7,26 

6 incredible Toons 

Sierra 

7.21 

7 Mind Grind 

Microforum 

6.85 

8 Monopoly 

VirginAWestwood 

6.83 

9 Sierra Poker 

Sierra 

6.63 

10 Baku Baku 

Sega 

5,94 


1 links LS 

Access 

8.66 

2 NASCAR Racing 2 

Sierra 

8,27 

3 NHL 97 

EA Sports 

8,11 

4 GrandPrlx2 

MicroProse 

8.02 

5 NBA Live 97 

EA Sports 

7,99 

6 Jack Nicklaus 4 

Accolade 

7,82 

7 Tripleplay 98 

EA Sports 

7,72 

1 8 NASCAR Racing 

Sierra 

7.58 

1 9 NHL Hockey 96 

EA Sports 

7,49 

10 Tripleplay 97 

EA Sports 

7,48 



TOP ROLE-PLAYING GAMES 


^Diablo 

Blizzard 8,74 

2 Daggetlall 

Bethesda 7,40 

3 Relrayal In Antara 

Sierra 7.22 

4 Anvil ol Dawn 

New World Computing 7.12 

5 Albion 

Blue Byte 6.07 

6 - 


7 _ 


8 - 

a - 

L!° 




TOP ADVENTURE GAMES 


1 Gabriel Knight 2 

Sierra 

8.21 

2 The Pandora Direclive 

Access 

8.20 

3 Rama 

Sierra 

7.78 

4 Twinsen's Odyssov 

Activision 

7.73 

5 The Neverhood 

DreamWorks 

7,69 

6 Realms of the Haunting 

Interplay 

7,68 

7 Spycraft 

Activision 

7.51 

B Circle of Blood 

Virgin 

7.45 

1 Full Throttle 

LucasArts 

7.45 

[10 Leisure Suit Larry 7 

Sierra 

7.34 


RtOP SIMULATION/SPACE COMBAT GAMES 

1 Wing Commander IV 

EA/Origin 

8.33 

2 AH-64 Longbow 

EA/Origin 

8.12 

3 MechWarrlor 2 

Activision 

8.08 

4 MechWarrlor 2: Mercenaries 

Activision 

8.06 

5 Silent Hunter 

SSI 

7.86 

8 ti.S. Marine Fighters 

EA 

7.85 

7 688(11 Hunter/Killer 

EA/Jane's 

7.65 

8 EF2000 

Ocean 

7.64 

9 U.S. Navy Fighters 

EA 

7.56 

10 Advanced Tactical Fighters 

EA 

7,46 



TOP STRATEGY GAMES 


1 Heroes 11; Price of Loyally 

New World Computing 9,04 

2 WarCraft II Expansion Disk 

Blizzard 

8.86 

3 WarCraft II 

Blizzard 

8.77 

4 Heroes II 

New World Computing 8.76 

5 Red Alert 

Virgin/Westwood 

8.75 

8 Civilization tl 

MicroProse 

8,71 

7 Red Alert; Gounlerstrlke 

VirginAVestwood 

8,40 

^ 8 Command & Conquer 

Virgin/Westwood 

8.25 

1 9 C&C: Covert Operations 

Virgin/Westwood 

8.23 

|l0 Civilizallon tl; Scenarios 

MicroProse 

8.20 



TOP WARGAMES 


steel Panthers II Campaign Disk 
Steel Panthers Campaign Disk 
Steel Panthers II 
Steel Panthers 
Battleground; Shiloh 
Battleground; Bull Run 
Battleground; Antietam 
Tigers on the Prowl 11 
Ballleground; Napoleon In Russia 
Battleground; Waterloo 


SSI 

8.78 

SSI 

8.68 

SSI 

8.42 

SSI 

8.38 

TalonSofl 

8.12 

TalonSoft 

8.05 

TalonSoft 

7.98 

HPS 

7.90 

TalonSoft 

7.80 

TalonSoft 

7.73 
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k 1 

Heroes II: Price oi Loyally 

New World Computing ST 

9.04 


51 

Tripleplay 98 

EA Sports 

SP 

7.72 

k 

Quake Pack 2; Olssclutlcn of Eternity id Software/Rogue 

AC 

9.04 



You Don't Know Jack Sports 

Berkeley Systems 

CP 

7,72 

3 

Quake Pack 1: Scourge of Armagon 

id Software/Rituai 

AC 

8.97 


53 

The Neverhood 

DreamWorks 

AD 

7.69 

4 

WarCraft II Expansion Disk 

Biizzard 

ST 

8.86 


54 

Realms of the Haunting 

interplay 

AD 

7.68 

Ir 5 

Steel Panthers II Campaign Disk 

SSI 

WG 

8.78 


55 

X-COM 3 

MicroProse 

ST 

7.67 

6 

WarCraft It 

Biizzard 

ST 

8,77 


56 

Pacific General 

SSI 

W6 

7,66 

7 

Heroes II 

New Worid Comoulinq ST 

8.76 


57 

668(1) Hunter/Killer 

EA/Jane's 

SI 

7.65 

B 

Red Alert 

Virgin/Westwood 

ST 

8.75 


58 

EF200D 

Ocean 

SI 

7.64 

k 3 

Diablo 

Blizzard 

RP 

8.74 


59 

Jagged Alliance; Deadly Games 

Sir-Tech 

ST 

7.60 

10 

Civilization 11 

MicroProse 

ST 

8.71 


80 

NASCAR Racing 

Sierra 

SP 

7.58 

11 

Steel Panthers Campaign Disk 

SSi 

WG 

8.68 


51 

U.S. Navy Fighters 

EA 

SI 

7,56 

k 12 

Links LS 

Access 

SP 

8.66 


82 

Battleground: Gettysburg 

TaionSoft 

WG 

7.55 

k 13 

You Don't Know Jack II 

Berkeiey Systems 

CP 

8.57 



Interstate '76 

Activision 

AC 

7.55 

14 

Steel Panthers II 

SSI 

WG 

8.42 



MDK 

Playmates/Shiny 

AC 

7.55 

15 

Red Alert: Counlerstrlke 

Virgin/Westwood 

ST 

8,40 


65 

Decisive Bailies of WW II; Ardennes 

SSl/SSG 

WG 

7.51 

16 

Steel Panthers 

SSI 

WG 

8.38 



Spycraft 

Activision 

AD 

7,51 

If 17 

Wing Commander IV 

EA/Origin 

SI 

8.33 


87 

NHL 96 

EA Sports 

SP 

7,49 

18 

Duke Nukem 3D 

3D Reaims 

AC 

8.30 


68 

Tripleplay 97 

EA Sports 

SP 

7.48 

19 

NASCAR Racing 2 

Sierra 

SP 

8.27 


69 


EA 

SI 

7.46 


Tomb Raider 

Eldos 

AC 

8.27 



The Need for Speed 

EA 

AC 

7.46 

21 

Command & Conquer 

VirginAVestwood 

ST 

8.25 


71 

Circle ol Blood 

Virgin 

AD 

7.45 

22 

C&C: Covert Operations 

Virgin/Westwood 

ST 

8.23 



Full Throttle 

UcasArts 

AD 

7.45 

^ 23 

Gabriel Xnighi 2 

Sierra 

AD 

8.21 





ST 

7.45 

You Don’t Know Jack 

Berkeiey Systems 

CP 

8.21 


74 

Fantasy General 

SSI 

ST 

7,44 

25 

Clvlllzallon 2; Scenarios 

MicroProse 

ST 

8.20 


75 

PGA Tour Pro 

EA Sports 

SP 

7.42 


The Pandora Directive 

Access 

AD 

8.20 


76 

CivNel 

MicroProse 

ST 

7.41 

; 27 

AH-64 Longbow 

EA/Origin 

St 

8.12 


77 

Daggerfall 

Bethesda 

RP 

7.40 


Battleground: Shiloh 

TaionSoft 

WG 

8.12 



FPS Football Pro ’97 

Sierra 

SP 

7.40 

; 29 

NHL 97 

EA Sports 

SP 

8.11 


79 

FPS Football Pro '96 

Sierra 

SP 

7,39 

30 

Crusader; No Remorse 

EA/Origin 

AC 

8,09 



NBA Live 96 

EA Sports 

SP 

7,39 

; 31 

MechWarrior 2 

Activision 

SI 

8.08 



X-Wing vs. TIE Fighter 

LucasArts 

SI 

7.39 


You Don’t Know Jack Movies 

Berkeley Systems 

CP 

8.08 


82 

PGA Tour Golf 486 

EA Sports 

SP 

7.36 

i 33 

MechWarrior 2: Mercenaries 


SI 

8.06 


83 



SI 

7,34 

' 34 

Battleground; Bull Run 

TaionSoft 

W6 

8.05 



Leisure Suit Larry 7 

Sierra 

AD 

7.34 

1 35 

Grand Prix 2 

MicroProse 

SP 

8.02 


85 

Extreme Assault 


AC 

7.32 


Quake 

id Software 

AC 

8.02 


86 

Robert E. Lee; Civil War General 

Sierra 

WG 

7,30 

1 37 

NBA Live 97 

EA Sports 

SP 

7.99 


87 

Tony LaRussa 3 

Stormfront 

SP 

7,29 


The Need for Speed SE 

EA 

AC 

7,99 


88 

FIFA 97 

EA Sports 

SP 

7.27 

j M 



WG 

7.98 





ST 


: 40 

Tigers on the Prowl II 

HPS 

WG 

7.90 


90 

Age ot Rifles Campaign Disk 

SSI 

WG 

7.26 

1 41 

Dungeon Keeper 

EA/Bullfroa 

ST 

7.89 





CP 

7.26 

1 42 

Heroes of Might & Magic 

New World Computing ST 

7,87 


92 

Lighthouse 

Sierra 

AD 

7.23 

43 

Silent Hunter 

SSI 

SI 

7.86 


93 

Betrayal In Antara 


RP 

7.22 

«' 

U.S. Marine Fighters 

EA 

SI 

7.85 



Flying Dorps 

Empire 

SI 

7.22 

45 

Jack Nicklaus 4 

Accolade 

SP 

7,82 





AD 

7.22 

46 

Battleground: Napoleon In Russia 

TaionSoft 

WG 

7.80 



System Shock 

EA 

AC 

7.22 

47 

Crusader: No Regret 

EA/Orioin 

AC 

7,78 


97 

Incredible Toons 


CP 

7.21 


Rama 

Sierra 

AD 

7.78 



Privateer; the Darkening 

Origin 

SI 

7.21 

49 

Battleground: Waterloo 

TaionSoft 

WG 

7.73 




EA/Bullfrog 

ST 

7.21 


Twinsen's Odyssey 

Activision 

AO 

' 7.73 


100 

Zork Nemesis 

Activision 

AD 

7.18 


Games on unnumbered lines are tied with game on line above, ★= Top game of type. Red = New Game, AD = Adventure, RP = Role-Piaying, SI = Simulation/Space Combat, 
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of f^me. 




lAHUARV 1998 


ccw 


HALL OF FAHE 


Welcome to the COOPERSTOWN of Computer Games. Here youTI find, raised upon pedestals, the 
games that broke the lODords, established the benchmarks, and held gamers In delighted trances lor hours untold. 


Alone in the Dark (l-Motion, 1992) 

LDvecraftian horror goes 3D, with shilling camera angles 
adding to the creepy atmosphere. 


Bahle Cbess (Interplay, 1988) 

The Franklin Mint ot computer chess games with vioienl and 
funny animation disguising a solid chess engine. 


Betrayal at Krondor (Oynamix,i993) 

As rich and imaginative as Raymond Feist's world itself, its 
3D perspective was fresh. 


Ckessmasieb (Sollware Toolworks, 1986) 

The Cadiilac ot castling, this chess masterpiece gets heller 
with each version. 


Dungeon Master (PTL 
Software, 1987) 

Trend-setting graphics, digitized 
stereo, and great hack-and-slash 
from a decade ago. 


Day of the Tentacle 

(LucasAfts, 1993) 


the interactive equivalent of a clas- 
sic Chuck Jones cartoon. 



DOOM (id Software, 1993) Revolutionized 
PC action games and network gaming; surpassed in tech- 
nology but not gameplay. 


Earl Weaver Baseball (EA,1986) 
Revolutionary physics-based baseball game lhat pleased 
both action and statistics fans. 


Empire (interstei, 1978) 

WWII in space, this mainframe transplant brought elegant 
mechanics, depth, and unending replayability to the PC. 


F-19 Stealth Fishter (MlcroProse,198e) 

A “thinking man’s" sim, with great missions, in which sneak- 
ing around is as fun as dogfighting. 


Falcon 3.0 (Spectrum HoloByte, 1991) 

Tough, detailed jel sim with ambitious Al, graphics, and con- 
nectivity to match its realism. 


Front Page Sports Football Pro 

(Dynamix, 1993) 

Pt^ics-based system, good Al, and unmatched career play 
make Ihls the ultimate in pigskin play. 


GETnsBURG: The Turning Point 

(SSI, 1986) 

First variable order of batlle changed the look of all 
American Civil Vter games on the PC, 

GunSHIP (MicroProse, 1989) 

Great character continuity, R&R lor 
fatigued pilots, and even sick leave: best 
chopper tare until Jane's Longbow. 


Harpoon (360 Pacillc, 1989) 
in-depth modern naval battles in real-time, based 
on Cold 


Kampegbuppe (SSI, 1985) 

Armored warfare on WWIl's Eastern Front, offered engaging 
battles on multiple plalforms. 


Jk. 


King's Orest V (Sierra On-Line, 1990) 

Redefined the graphic adventure with non-text-based parser 
and VGA graphics. 


Lemmings (Psygnosis, 1991) 

The lovable cartoon Lilliputians were real-time hits on every 
platform. 



The Bard's Tale (EA, 1985) 
Pioneered Ihree^poinl animation, 3D color 
mazes and automapping. 


Links 386 Pro (Access Sollware, 1992) 
Topped the leader board in graphics and realism lor 
its era. 


M-l Tanr Platoon (MicroProse, 1989) 

Realistic sim that properly focused on armored forma- 
tions rather than single vehicles; good mission designs. 


Master of Magic (MicroProse, 1994) 

The atmosphere and variety of Mwic: The Gaihering with the 
sophistication ot Civuization 


Master of Brion (MicroProse 1993) 

Remarkable diplomatic Al; deep and varied technology tree; 
aliens required radically different playing styles. 


Mech Brigade (SSI, 1985) 
Modern armored battles wilh improved 
Kampfgruppe ^lem and more realism. 


Might & Magic (New World 
Computing, 1986) 

First-person, maze-based RPG with 
huge environment and tough tactical combat. 



IVI.U.L.E.(EA, 1983) 

A landmark multi-player strategy game that had no 
weapons of destructiorr, just cutlhroal competition that 
made economics fun. 


Panzer Beneral (SSI. 1994) 

A truly fun wargame with an elegant interface, 
great campaigns, strong Ai, good graphics, and 
impressive sound. 


Bed Baron (Dynamix. 1990) 

WWI air combat with great graphics, incredible realism, and 
a versatile replay feature. 


The Secret of Monkey Island 

(LucasArts, 1990) 

Comedy adventure lhat set new standards in 
writing quality and social sensitivity. 


Their Finest Horr (LucasArts, 1989) 

WWII sim with great campaigns and crew member options 
some current sims lack. 


TIE Fighter (LucasAris, 1994) 

Most satisfying Slar Wars space-combat game to date lets 
you live on the dark side. 


Ultima 111 (Origin Systems, 1983) 

Coherency and surprising subllely emphasized role-playing, 
and set the tone for later Ultimas. 


Ultima IV (Origin Systems, 1985) 

High-concept RPG explores meaning of virtue and put the 
ROLE in role-playing. 


Ultima VI (Origin Systems, 1990) 

This RPG as moralily pl^ paved way tor Ultinta Online's 
realisltc environs and objects. 


Ultima Underworld 

(Origin Systems, 1992) 

The tiisl truly 3D RPG, and still the most corrvincing; its dun- 
geon walls were nicely “painted" with texture-mapped graphics. 


War in Russia (SSI, 1984) 

More realistic than Eastern Front, it caplured the essence of 
the largest land campaign in history. 


Wasteland 

(Interplay, 1986) 

Derived from Mike Slackpole's 
Mercenaries, Spies, and Private Eyes, 
this is the definitive post-appcalyptic 
RPG, 


Wing Commander I 

(Origin Systems, 1990) 

A hot spaceflight engine, unfolding story 
path, and great characters. 


Sib Meier's Civiuzation 

(MicroProse, 1991) 

CGW’s #1-faled game of all lime; 
indescribably addictive world conquest/ 
exploration game. 



Sid Weieh's Pirates (MicroProse, 1987) 
Combines pirate adventure, action, RPG, and strategy to 
I make the most successful hybrid of all time 


Sid Meier’s Railroad Tycoon 

(MicroProse, 1990) 

SimCily meets 1830 wilh robber barons for emphasis. 


SifflCiTY (Maxis, 1987) 

Urban planning with fascinating consequences and chal- 
lenges; the first great software toy. 


STAHFLIGHT(EA, 1986) 

Depth, great characters and a good sci-fi storyline set early 
standards for RPGs. 
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Wing Commander II 

(Origin Systems, 1991) 

I Darker story, grittier (eel, sound card advances, and tougher 
' Al made this a sequel of sequels. 


Wing Commander III 

(Origin Systems, 1994) 

Surprisingly salisfying FMV space opera didn't lose the 
essence of the space combat game. 


Wizardry (Sir-Tech Software, 1981) 

Defined the compuler RPG with maze-based viewpoint and 
atmospheric spell names. 


WOLFENSTEIN B-B (id Sollware, 1992) 

Smooth scrolling action blaslfest cleverly updated the origi- 
nal, and pul shareware back on the map. 


X-COIVI (MicroProse, 1994) 

Premier tactical squad-level engine combines wilh alien tech 
research and pop culture for a sci-fi game nearly as addic- 
tive as Civ. 


ZoHK (Inlocom, 1981) 

The progenitor of adventure games on the PC, Its humor 
and challenging puzzles seem timeless. 





NEXT MONTH 


I n parts I and II 
of our series, 
we examined 
more than a 
dozen off-the-shelf 
systems designed 
to meet the needs 
of gamers/home 
users. In part III, 


THE ULTIMATE 


sents three 

options for building your own 
system from scratch, or simply 
upgrading select components. 
Ready for a retrofit? In a 
quandary over Socket 7, AGP, 
and competing processors? Loyd 
knows what ails ya, and next 
month he’ll sort it out. 


Ultimate Game Machine, Part III 


ON SALE 
JANUARY B 


Mega Reviews Issue! 


Abe’s Oddysee 
Mageslayer 
Postal 
Chasm 

Nuclear Strike 
SandWarriors 
Defiance 
Shipwreckers 
Ultima Online 
Meridian 59: Revelation 
Dark Earth 
Forced Alliance 


Sabre Ace 
Armored Fist II 
Close Combat II 
Pax Imperia 2 
Uprising 

Strategies 

Jedi Knight 
Age of Empires 


Entrepreneur 
Tone Rebellion 
East Front 
Boggle 


Cominy 
Next Month 
in CGW 

Diablo 2 

I t’s the hot sequel to COW’S 1 997 Game of the 
Year, and we’ve got it. We’ll show you never- 
hefore-seen screenshots, all-new character 
classes, new monsters, spells, comhat options, 
and environments. 

We’ll also unveil the new role-playing elements in 
Diablo 2: the story, quests, and discussion trees. 
You’ll hear how the designers plan to increase the 
role of MFCs: some you can hire, and some will 
teach you new fighting techniques. So don’t miss 
our exclusive cover story coming next month! 


PC Sports Supplement! 


C heck out our 30-page special 
section with comparative 
reviews of some of the hottest 
titles in PC sports. We’ll review NBA 
Live 98, NBA Action, NHL 98, NHL 
Open Ice, and NHL Powerplay 98, and 
we’ll offer strategies for Monday Night 
Football. Heck, we’ll even predict 
who’s going to win the Super Bowl! 


Build Yonr Own PC 
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MARTIN CIRULIS 


A 


Whats the 
Deal With... 
Fortune Telling? 



I see a growing danger in computer 
game mags today; we are slowly 
becoming soothsayers instead of 
reporters. There was a time when, 
except for the occasional preview, 
we were pretty much grounded in 
the present. Reviews were the bulk 
of any given magazine, and 
overview or comparison pieces were generally 
about games that were already published-verifi- 
able commodities. Gamers could then use this 
information to make choices, with a reasonable 
guarantee that whatever they were reading was on 
the up and up. If it wasn’t, then there was little 
room for the guilty or mistaken to shuck and jive. 
But times are slowly changing. 

Now the big games are previewed not once, but 
two or three times. The fact is that magazines and 
Web sites are hungry to get the news out first and 
flashy, and sooner or later, accuracy becomes an 
endangered species. Games of similar subject mat- 
ter are rated against each other while most are still 
In the mid-beta stage. The Buzz has grown to such 
biblical proportions that the odds of having unbi- 
ased reviews of hot games are dwindling-across 
the industry, 

A case in point; StarCraft. 

Now at the time that I write this, no one has 
seen final copy on this blockbuster, and while I am 
pretty sure that It will be the slickest thing since 
sliced cheese, I have to wonder: What If, for whatev- 
er bizarre reason, it isn't? What’s a reviewer to do 
when everybody in the business has previewed this 
puppy at least twice, given it a half-dozen gush 
blurbs and covers apiece, and proclaimed It, ipso 
facto, "strat game of the year"? What the hell do 
you do If this game ends up biting the big one. 


when the review is pretty much a fait accompli? 
Regardless of how great or awful StarCraft turns 
out to be, the reviews are, for all intents and purpos- 
es, already written. The pressure on any critic is 
simply to rubber stamp all that has been said. 

Hands up out there-who thinks this trend is a 
good thing? 

And it’s not just StarCraf; two or three games 
every quarter reach this critical mass of coverage, 
in which expectation can shoulder reality aside. For 

y The odds 
of having 
unbiased 
reviews of hot 
games are 
dwindling— 
across the 
industry. 

every four games that are rightful winners, one 
turns out to be a dog. And a whole bunch of you 
end up wasting your hard-earned bucks and curs- 
ing the fact that all us reviewers are corrupt, lying 
bastards or bastardettes. But who is to blame for 
this seductive undermining of the critical eye? 

I blame you, the gaming publici 
The ugly truth is, whether it’s due to the slow 
development curve of big games or everybody’s 
love of bright, shiny things, Bubba's Bought-Off 


Gaming Monlhly could smear the words "QUAKE 9 
IN 40!” across the cover, fill a page and a half inside 
with a few bad jpg’s lifted off the id Web site, and 
print a paragraph interview with some guy who 
might have seen a design spec for the game in a 
dumpster while he was faking out the trash. ..and 
sales for Bubba fhat month would skyrocket. No ifs, 
ands, or buts. Satan himself could appear in every 
store across the land and claim a magazine is print- 
ed in the Kingdom of Lies, and if it has yet another 
preview of a big game on the cover, or a promise to 
help you decide which games (that aren’t even fin- 
ished yet) to buy, half of you would buy it anyway. 

It's hard to argue with an economic truth like 
that, and the effects are beginning to show. And it’s 
even harder to say what should be done about it. 
Other than observe fhat m^be we should all relax 
and wait for Christmas morning to open our pre- 
sents, or commit a publishing blasphemy and urge 
you to quickly scan the alluring article in question 
before you buy a mag to see if there is anything rel- 
evant being said, there isn't much we in the busi- 
ness can do. in the end, you people have the dol- 
lars, and it’s you who call the tune most of the time. 

If you, the readers, want fortune-tellers instead of 
reporters, then we have to dig out our swami gear 
or you’ll go elsewhere. 

I will leave you with this one dark thought: This 
hunger for information before a game is finished is 
going to eventually give the industry the handle it 
has always wanted on review mags. Someday soon, 
the game companies are going to start dribbling out 
their little preview morsels only to the mags that 
make them happy, and you don’t need an econom- 
ics degree to see the writing on the wall for fhe end 
result of that one. It’ll be a question of playing ball or 
getting trampled in sales those who will. % 


Computer Gsming Wv/tf (ISSN 0744-6667) is published manttily by Zifl-Davis. Inc. One Part( Avenue, New Yortt, NY 10016. Subscription rale is $27,97 tor a one-year subscription ()2 issues). Canada and all other 
countries add S16.00 for surface mail. Postmaster: Send address changes to Computer Gaming World, P.0, Box 57167, Boulder; CO 80328-7167. Canadian GST registration number is 89371 0442 HT, Canada Post 
Iniemalional Pub's Mail Product (Canada Oislribulion) Sales Agreement No. 1058649. Periodicals postage paid at New Yorir, NY 10016 and additional mailing offices. Printed In the U.S.A. 





orUjMhie; 
•fo' create yourowj|^v 


Es^Ush alliances with other races to 
share technology, resources, and even 
victory conditions. 


Comm 


Res’Sarch devastating new technologies 


Discover mystdidoj^^^ugBent secrets 


Negotiate strategic treaties and alliatiMs 


Deadlock II. The lasj:r^tittle for the last planet 



Trade on the Black Market with the ^ 
Skirineen race to get illegal supplies 
of valuable resources. » 


Command^ore than 40 Sea> Air and 
Land comrat un^ts al yoU' seek to '•■■■ 
dominate ywr.enemies. . . - . 


I^attle online against r^^l opponents 
W)th Accolade's neu/ matchlng^’rvice- 
- NetAccolade. - 




Call l-8Qd*771-a772 
for Game Rating 
Information 


01997 Accolade, Inc. Deadlock II, Deadlock II: Shrine Wan and Accolade 
are tiademariu of Accolade, Inc. Cybertote Studios and the 
.(ybtrtore Studios lego are trademarks of Cyberlore Studios. All rights reserved. 
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I've never seen anything like it. 
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